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ONCE MORE ||)” 


o doubt you've noticed the new numbering scheme on the 

cover of the last two issues and you’re wondering what it 

means. No, it’s not because we can’t count to ten. Welcome 
to V-Max—+he Next Generation (hey, it worked for Paramount). The 
staff of V-Max are happy to announce our new publishing arrange- 
ment with R. Talsorian Games. RTG are the creators of such 
anime-inspired role-playing games as Jeenagers From Outer Space, 
Mekton and the new hit, Castle Fa/kenstein. \n addition to our cur- 
rent coverage of anime and comics, as well as product reviews, 
we'll now be providing information on the role-playing game 
scene as well. For those of you new to the “colorful” story of our 
publication—here is a little history: 


V-Max began as a self-published mag- 
azine with the idea of creating a 
nationally-distributed newsletter for 
anime fans. Over the course of the 
first few issues it soon became appar- 
ent that we were creating a magazine. 
The first six issues were self-pub- 
lished by the original staff which con- 
sisted of myself, Grant Kono, Maiko 


Lin, James Matsuzaki, Galen Jang, - 


John Williams and Ken Nakata. While 
this was a great learning experience, 
the difficulties in starting a magazine 
and dealing with the distribution of a 
small publication weré more than a 
little daunting. 


After our printer managed to - 
mangle issues #4 and =5, we suffered : 
massive delays as we sought to have - 
them correct théir mistakes and/or : 
discount our bill. The scum refused to | 
do either and so we were forced to ° 
release the issues as they were. We - 
got back on track with issue =6 using : 
our current printer and shipped the - 
issue 60 days after the release of issue 
=5. However, the difficulties involved - 
in creating the publication (along with - 


handling sales and distribution) soon 


resulted in several members of the ° 


staff leaving to pursue other interests. 


After releasing issue #6, I sought a : 


full-time publisher who could take 
care of the printing, sales and distrib= 
ution. A local S.F. entrepeneur and 
businessman, Jeffrey Tom of 
Newtype Toys and Hobbies stepped 
in and became V-Max’s publisher. 


Issues #7, =8 and #9 were published 
through Newtype Publishing, and, 
despite a great deal of energy that saw 


' the addition of Tony Del Grosso (Art 


Director and Designer) and Derek 
Quintanar (Editor) join the staff, the 
magazine was still plagued by delays 
on the publishing end. Realizing that 
the current arrangement was not 
working out, V-Max and Newtype 
Publishing agreed to an amicable 
parting of the ways in July right after 
Anime Expo. 

Without a publisher—and having 
been the self-publishing route—I was 
considering the end of the magazine. 
A phone call from Mike Pondsmith, 


a: 


enchilada mas grande of R.Talsorian 
Games, soon put an end to that. Now, 
with our second issue out through 
RTG, we are set with our best distrib- 
ution arrangement ever and articles 
that will appeal to Gamers as well as 
hard-core Ofaku (1 hate that word— 
but if | ever use the word fen —please 
shoot me). Everyone at V-Max has a 
renewed commitment to chronicle the 
anime and manga industries in an 
honest and uncompromising fashion. 
V-Max, the Anime and Manga Journal, 
is the gokiburi of anime magazines— 
stomp on us ‘til you break your 
ankle—we’ll come back stronger than 
ever. The best is yet to come. 


Sincerely, 


Chris Keller 
“The guy in charge” 
V-Max 


In an effort to expressas a wide range of 
viewpoints as possible we've opened the 
Editorial page of V.max to the staff and 
readers of the magazine. If you have an 
opinion on something regarding anime or 
manga and would like to write a 500 
word editorial, please write us at V max, 
P.O Box 3292, Santa Clara, CA 
95055 or contact us electronically via e- 
mail atwmax1@aol.com. 


OPECIAL REPORT 


Coming to your TV this Fall & Winter | 
(if you live in Japan, that is!) 


—By Tsuneo Tateno with Derek Quintanar 


¢The HOT number has to be A/across 


7—the true sequel to the original 
Macross ‘VV show. The title means 
“Macross class Battleship #7” and it 
takes place approximately 35 years 
after the first story, following the 
teenage daughter of Max and Miria 
Genius (youngest of seven; what a 
family!) as this latest super-dimen- 
sional fortress confronts new enemies. 
‘The main twist is that Mirene Genius 
is not a combat pilot, but a rockergirl 
following the path of Lin Minmei and 
Eve from /Z23! 


eOther important remakes/contiua- 
tions include 7enchi-Muyou!, (currently 
available on bi-lingual 1,1). For televi- 
sion, the story will be re-started from 
scratch and will follow a different, 
more open-ended plot pach. 


eYuzo Takada (of 3x3 Eyes fame) is 
bringing another of his popular manga 
to animation: Blue Seed. An occult 
action story again, but this one fol- 
lows a Japanese gov’t team whose 
mission is: oppose “raging gods!” 
‘Talk about high-stress bureaucrats! 


eFor those who want girl’s adventure, 
there’s Magic Knights Rayearth, from 
the popular Shojo (girl’s stories) 
manga. Three Junior High School 
girls, summoned to a fantasy world, 
must battle an evil priest. Story and 
action combines the best of Sa//or 
Moon and Saint Seiya, while the char- 
acter designs bear the mark of 
CLAMP, the all-woman shojo group. 


No matter what your taste, there’s a 
show for you this season. For long- 
starved mecha fans, Macross 7 will 
hopefully be the first in a revival of 
that stagnating genre. Meanwhile, 
Rayearth shows that the sentai-like 
action-adventure shows have not run 
their course yet. 
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ave you ever been watching some new video from Japan and gotten the feel- 
ing that you've seen this all before? Well, the explanation for this might be 
more than just a lack of imagination on the creator’s part. Over the last few 
years, a trend has spread throughout the Japanese animation industry, a trend towards 


remakes of the famous (and in some cases, the not-so-famous) programs of old. 


Have you ever been watching some - 
new video from Japan and gotten the - 
feeling that you’ve seen this all - 
before? Well, the explanation for this : 


might be more than just a lack of 


imagination on the creator’s part. Over - 


the last few years, a trend has spread 
throughout the Japanese animation 
industry, a trend towards remakes of 
the famous (and in some cases, the not 
so famous) programs of old. 


To be fair, this isn’t really anything 
new. In fact, doing remakes has been 
around for quite a while. Its roots date 
back cto 1980, when ‘Tezuka 
Productions remade the Osamu 
Tezuka classic, Mighty Atom, and 
Tokyo Movie Shinsha revived /ron 
Man 28 for a new audience. As there 
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Space Knight Tekkaman 

(the Original) 

In the 21st Century, the earth and its 
surrounding solar system is being 
invaded by the alien Waldastar Empire. 
Using a wide array of weaponry and 
super-powers, Waldastar’s forces easily 
overwhelm Earth’s military forces. 


But the Earth has a secret weapon, a 
small band of adventurers called the 


was no OAV market when the earliest * 
of these remakes began appearing, the - 
first of these were done as TV series. - 


But the OAV boom has led the majori- 


ty of the product to be aimed at the - 
home video market. What makes all ° 


this so astounding is the rate at which 


remakes have begun appearing in ° 
recent years. It seems as if anew one : 


is announced almost every month! 
There are those who see these 


remakes as a sign that the Japanese : 


have exhausted their ideas, but the 


truth is probably simpler than that. The - 


creators of these new versions are peo- 
ple who probably grew up watching the 
original versions of their projects. This 
gives them a chance to revisit an old 
friend and relive a moment of their 
youth, as well as a chance to introduce a 


aad _ 


: Space Knights. The Knights’ space- 
ship, the Blue Earth, is armed with 
: the latest weaponry Earth has to 
: offer, allowing the Space Knights to 
> handle almost any threat sent by 
> Waldastar. 


When things get too tough even 


: for Blue Earth to handle, Joji Minami, 


leader of the Space Knights, can put 


~ on a special combat armor that allows 


him to take the battle to Waldastar 


favorite to a new audience. With many 
of the remakes, there’s obviously a great 
deal of nostalgia for those involved. And 
we mustn’t forget that, for the studios 
backing these projects, investing time 
and money in a proven title is a much 
more secure financial move than going 
with an untried product. 


REMAKES WE HAVE KNOWN euctsll-aiic Shas Ault 


© A look at some of the more récent—and famous—combacks. ~ 
* ._ = ; 


Tekkaman. Thanks to the power of 


* this armor, Joji is nearly invulnerable, 
_and can crush the most powerful 
- Opponents. 


: But while Waldastar is the most visi- 
. ble concern facing Earth, a greater 
. danger is looming in the distance— 
- for mankind has all but depleted the 
: natural resources of the planet. If the 
* Space Knights are unable to return to 
. their primary mission of discovering a 
: second Earth for mankind, their 
: efforts against Waldastar will soon be 
* for naught. 


a 


Original Harlock 


Tekkaman Blade 


In the distant future, Earth is under ~ 


attack by an alien race known as the 


Radam. Earth’s technology is not - 
advanced enough to stop the aliens, - 
and they have taken over the Orbital ~ 
Ring from which all human space : 
flights are launched. Now, Earth’s © 
ecosystem is slowly being changed, - 
and soon, the Radam will attack ° 


Earth itself. 


Blade, the 


- throws Blade off the station, believ- 


ing he will be destroyed in Earth’s 
atmosphere, but Blade survives. 
Blade is really a human being, but he 
cannot remember his name. All he 
does know is that the Radam and 
these other Tekkamen must be 
stopped. He is given the nickname 
D-boy (“Dangerous Boy”) by Noel 


and Aki. Together, the three of them - 
‘form the main group of Space ° 
: Knights, led by Freeman (who is 

On the Orbital Ring two armored : 
combatants fight. One is Tekkaman : 
other—Tekkaman : 
Dagger. During their fight, Dagger : 


founder and commander of the orga- 
nization). 
D-boy has two problems with his 


Tekkaman armor. One, he can only 


My Youth In Arcadia 


stay in his armored form for thirty 
minutes or he will go insane, turn 
evil, and destroy all in his path. ‘Two, 
more powerful he becomes (and the 
more he uses that power), the more 
of his memory will be lost. 


In the end, the Space Knights are the 
only ones who can stop the aliens. 
They will oppose the Radam and 
their T'ekkamen: Dagger, Evil, 
Lance, Sword, Ax, and finally, 
Omega. The tragic secret is that the 
Space Knights’ worst enemies are all 
friends and family of D-boy, their 
greatest ally. 


Early designs for Tekkaman Blade 


Once a project is slated to be remade, 
there are several directions that it can 
go. By far, the most common route is 
to do a fairly faithful reproduction. 
Productions of this style update the 
stories and art styles to a modern sen- 
sibility, but only change those story 
elements deemed necessary in order 
to make the production a success. 
Many of the remakes aimed at the TV 
market take this route, such as the 
aforementioned Mighty Atom, and Iron 
Man 28, but it has also been used to 
great effect in OAV projects like the 
recently-released Casshan series. 
Another popular route is to recre- 
ate the story from the ground up. 
Remakes of this type take only the 
name and the basic concepts of the 
original and toss aside the rest. A 


Iron Man 28 
(the Original) 


During World War II, a group of : 
Japanese scientists, led by Dr. : 
Keneda and Dr. Shikishima, worked , 


to develop a super-powered robot to 
use against the Allied forces. But 
their research progressed too slowly, 
and the war ended with Japan’s 


defeat. The two scientists continued ° 
their work, now hoping to use their 


tobot to protect the new-found peace. 


It took many years, but after 27 - 


unsuccessful tries, their efforts gave 
birth to an indestructible robot, 
dubbed “Iron Man 28.” Alas, Dr. 


recent example would be 7ekhaman : 
Blade, wherein only the idea of the : 
Tekka-armored hero survived the 


updating of 1975’s Tekkaman. An 


older example would be the charac- © 


ter, Captain Harlock. The Harlock 
popularized in 1982’s My Youth in 


Arcadia and the subsequent SSX TV ~ 


series is a recreation of the Captain 
Harlock introduced in the 1978 
Captain Harlock TV series. In the 
reworking, the personality of Harlock 
survived, but the mythos surrounding 
him did not. 

Recreating a story can be more 
hazardous route, since you risk the ire 
of fans of the original version. Just 
look at the controversy caused when 
Star Trek-The Next Generation was first 
announced. Because of this, most 


Keneda did not live to see the fruition 


of their work, and his son, Shotaro, | 


was left in Dr. Shikishima’s care. 


Their creation was a thing of | 
genius, a virtual walking tank, pos- . 
sessing great strength, and the ability © 
to fly. It was controlled via a hand- - 
held remote. As heir to the legacy, ° 


the controller (and the power that 


came with it) passed to young - 


Shotaro Keneda. 


In keeping with the wishes of Dr. — 
Shikishima and his late father, : 
Shotaro used Iron Man 28 to combat : 
crime and injustice around the world. : 
Helping Shotaro was : 
a close friend of his, : 


police Chief Otsuka. 


Together, Shotaro : 
and Chief Otsuka ° 
used Iron Man 28 to - 
foil many criminals, : 
though none were : 
more dangerous than * 


Dr. 


Franken. Dr. © 
Franken was an evil : 
scientist who created * 
an array of robots to = 
counter Iron Man : 
28. But no matter ° 


what the danger, Shotaro and Iron 
Man 28 continued their battle, mak- 
ing his father’s dream a reality at last. 


Iron Man 28 (80’s version) 
A new version of /ron Man 28 was 
created in 1980, during the middle of 
the Anime boom. For this version, 
most of the original concepts were 
left unchanged. Iron Man 28 was still 
a robot controlled by Shotaro Kaneda 
to fight for justice around the world. 
In addition, Shotaro continued to 
work with Otsuka and was still Dr. 
Shikishima’a ward. 

‘To keep the story fresh with the 
times, a few changes were necessary. 
These included having Shotaro and 


: Otsuka work for Interpol, and the 


addition of Dr. Shikishima’s daugh- - 
ter, Makki, as a companion for - 


Shotaro. 


£ 


Set in 1990, Iron Man 28 HS, 28 : 
longer a product stemming from : 
World War II. Instead, he was always : 
conceived as an agent of peace. His : 
existence was kept secret until the * 


world was besieged by attacks from 
the criminal Robot Mafia. 


Once set loose, Shotaro and Iron : 
Man 28 took the criminal world by ° 
storm, fighting various would-be dic- * 
tators, aliens and assorted criminals, ° 
_as well as the aforementioned Robot ° 
Mafia. And like their 1963 progeni- - 
tors, this Shotaro and Iron Man 28 - 
refuse to stop until the world is made ° 
- rection of two of 
_ the most memo- 
‘ rable villains from 


fe once again. 


tion to the saga of “Iron 
= 


: Sary. 


. Man 
‘in that itis a sequel : 
series created in — 
) tely ignores the : 


» teenaged clone of 


recreations seem to be chosen with 
care. In the case of Tekkhaman, the 
original series was not very successful, 


so there wasn’t a large fan-following : 
: Devilman TV series and OAV’s. The 


to upset. With Captain Harlock, the 
good Captain himself wasn’t really 
mucked with, he was just placed in a 
new setting. And the Japanese audi- 
ence had already been introduced to 
the idea of alternate versions of 
Harlock via Galaxy Express 999, so the 
transition was fairly painless— 
although confusing to those who wish 
to tie it all together. 


The least common are the handful of 
remakes that completely ignore the 
original animated production. These 
remakes go back to the original manga 
as their source. This tack is taken 


robotics, to create an updated version 


of Iron Man 28. Instead of controlling ~ 
: this new robot himself, Shotaro turns | 
: their creation, dubbed Iron Man 28 = 
FX, over to their 12-year-old son, 


Masato. 


The first half of the series centered © 
on the efforts of Masato and his : 
: friends to defeat the evil Neo Black - 
_ Army, led by Leader Zone and his : 
henchmen, Devil Kato and Zolrick. - 
Even though the kids were the stars : 
of the series, Shotaro was always : 
there to help them out, even calling 


on his old Iron Man 28 when neces- 


This story arc 
also saw the resur- 


the original /ron 
Ass Ye 
Franken and his 
powerful robot, the 
Black Ox. But the 
new Franken was a 


the original, and he 
fell in love with 


when the first (animated) version is so 
different form the manga, that the 
original story has yet to be told. 

This is a truth in the case of the 


Devilman TV series was created at the 
same time Go Nagai’s original manga 
was first being published, but was 
done with a tone and style quite dif- 
ferent from its progenitor. While the 
manga was aimed at a more mature 
audience, and as such, was a very 
graphic horror story, the TV series 
was being marketed for children. So, 
Devilman was changed to look and 
act more heroic than demonic, and 
even the monsters he fought were 
unable to do much more than scare 
people. When Devi/man was remade 
as an OAV, the creators of the video 


of Masato’s friends. When Franken 
tried to defect from Zone’s forces, he 
was killed in the effort. But Black Ox 
was too merchandisable—ahem— 
popular to ignore, so his control fell 


in: Shiori Nishina, one 


to Saburo Natsuki, 
Masato’s allies. 


Upon defeating the Neo Black Army, 
changes came quickly to the series. ° 
Shotaro was made Director of the: 
ICPO, while the kids became ICPO 
agents. Several were granted their 
own robots and sent to operate in” 
various parts of the world. The only : 
three to stick together were Masato, : 
Saburo and Futaba Mitsuse, a young : 
girl with an expertise in computers. ; 
From this point onward, the series: 


featured the adventures of these 


three as they, along with Iron Man 28 - 
FX and Black Ox, fought new men-- 
aces every week, ranging from crimi- : 
nal masterminds, to out-of-control : 
racers, to malevolent dictators; occa- : 
sionally meeting their old friends : 


along the way. 


Bight Man (the Original) 


When police detective Hachiro : 


Azuma was mortally wounded by 


criminals, his dying body was found ° 


by Dr. Tani, a genius in robotics. 
The doctor realized that the 
only way to save any part of Azuma 
was to transfer the detective’s mind 
into a powerful mechanical body that 


another of: 


he had developed. The process : 


worked, and from then onward, 


Hachiro Azuma was the mechanical - 


hero “Eight Man.” Thanks to Dr. erful mutants from space? And if 


Tani’s expertise, Eight Man was 


nearly invulnerable, had incredible ° 
strength, speed and hearing, and : 
could even change his appearance at : 


will. 


By changing his appearance into that - 
of Detective Azuma, Eight Man was ° 
able to continue his former life. - 
Though he decided to leave the © 


police force to set up his own 


Tanaka) and friends. 


: ignored the TV version of the charac- 
. ter and instead based their version on 
: Go Nagai’s manga, finally unleashing 
: Devilman at his supernatural best. 


But being made as an OAV isn'ta 
guarantee that the original manga will 


. be followed either. The 1986 Guyver- 
: Out of Standardization OAV took cer- 
: tain ideas from the original manga and 


altered the rest. It would be three 
years before Yoshiki Takaya’s original 
story was finally animated as a suc- 
cessful six-part OAV series. 


It should also be noted that science 
fiction isn’t the only source being 
tapped for remakes. The last decade 
has seen revivals of both Tezuka’s 
Jungle Emperor and YVatsunoko’s criti- 
cally-acclaimed Honeybee Hutch. Add 


beyond the scope of normal police 
activities. Who but Eight Man could 
handle a monster eel, or super-pow- 


those weren’t enough, there were 
always the likes of the Black 
Butterfly Gang and the International 
Gangster Alliance. 

But at the top of the list was 
Bight Man’s greatest nemesis, Dr. 
Demon. Dr. Demon was an evil sci- 
entist whose goal was the destruction 
of Eight Man, but not before he dis- 


: sected the mechanical man’s elec- 
Detective Agency, Eight Man kept : 
in touch with his former chief (Chief : 
* With all those foes (and many more) to 
Chief Tanaka often called on Bight : 
Man to help out on cases that were : 


tronic brain. 


keep him busy, Eight Man’s struggle 
for justice has never been dull for long! 


: 8 Man After 

: As you probably guessed, this 4-vol- 
: ume OAV series is a sequel to the 
> original “Eight Man” series. 


It has been 7 years since Eight Man’s 
fight with the evil Kozuma, a battle 
during which Sachiko discovered his 
identity as Detective Azuma. After 
that adventure ended, Eight Man 


: disappeared, and hasn’t been seen 
» since. During the intervening years, 


Kitoro & friends 


Sachiko has gotten a job at the i 
Biotechno Corporation, while Ichiro ° 
has joined the police force and now - 


works with Chief Tanaka. 


_ That same police force is now - 


finding its hands full when murder- 


ous cyborgs start to appear. It is : 
‘believed that these cyborgs are the : 


x2 


: Tanaka—amicable 
: enough that Tanaka 
> even suggests that 
: Hazama work with the 
* police in tracking down 
' Eddie. 


' Hazama’s inyestigation 

: at Biotechno Corp. leads 

* him to Sachiko, who 

offers the detective 

some help. But their 

work catches some 

unwanted attention, 

leading a cyborg assassin 

: to be sent after Sachiko. Hazama is 
_ able to save Sachiko, but is mortally 
wounded in the process. Chief Tanaka 
and Dr. Tani, Eight Man’s creator, 
intervene, using Hazama’s mind to cre- 
ate a new 8-Man. 


: Endowed with the same powers 
: as the original Eight Man, Hazama 


Sets out to stop the cyborg gangs, 
; leading him into a world of corporate 


i i politics, cyborg football players—and 


‘even his own past—when he faces 


the criminal who killed his sister. 
——- ee * 


to this a new Minky Momo, Ge Ge Ge no 
Kitaro, and Obake no Q-taro and you'll 
see that no genre is untouched. 


On the other hand, despite the vast 
popularity of the many live-action sci- 
ence fiction series created in Japan, 
the concept of doing remakes hasn’t 
taken hold in that field. Not live- 
action remakes, at least. Indeed, while 
the live-action industry has apparently 
decided to allow their past creations 
to slip into history, the animation 
industry has begun to embrace several 
of these childhood favorites. For 
instance, Giant Robo and Ambassador 
Magma were both done as live-action 
TV series long before their current 
OAV counterparts. Even Mighty 
Atom and Iron Man 28 were first 


. Fudo and his father are attacked by 
‘three demons and killed. 


The 


» young Akira. Devilman wins, and is 
/ given instructions by the great 
* demon, Zanon, to take over Akira’s 
: body and begin conquering the 
: Earth. When no conquest occurs, the 
-demon Henge is sent to bring 
» Devilman back. 


Henge confronts him about why 


: he has not started his attack on Earth. 
’ Because of his exposure to mankind 
_ (and his adoptive sister Miki especial- 
‘ ly), Devilman has changed his atti- 
tude toward the lowly humans—he 


introduced to television via live-action 
renditions. So in a sense, even their 


first animated versions could be called - 


remakes. 


Is this run on remakes good or bad for : 


the industry? ‘That all depends on the 
production and the tastes of the indi- 
vidual viewer. What one person might 
think of as a great new story, the guy 
next to him might just hate for how it 
tampered with what he loved in the 
original version. The only thing we 
can be certain of is that, like them or 
not, more remakes than ever before 
will be “coming soon”! a 


— James Long © Tony Del Grosso 


will now try to stop the demons from 


would try to lure Devilman out and 


destroy him, while simultaneously ; 


trying to conquer the world. 


Even though Devilman has taken over . 
Akira (who constantly terrorizes fellow ° 


students), the boy has become a hero 
of justice. It is up to the demons to 
stop him and conquer the earth. 


Devilman has a wide 


beam, -arrow, -chop, and Devil-eye 


While severely altered from the 


manga for television, Dev//man was ° 
still an incredibly violent anime for 


its debut year of 1972. 


The New Devilman OAV 

In 1989 there was a remake of Go 
Nagai’s Devi/man, and with the new 
age of realism in storics, it was very 
easy to convert his original story into 


an OAV. 


A passive youth named Akira Fudo is 
left to live wich hi 


sie] friend’s pare : 


_ ents because his father 
taking over the Earth. So it became a : 
weckly battle of demons. They : 


died in a cave explo- 
ration. While walking 
home, Akira comes 
across an old friend, 
Ryo. Ryo begs him to 
come — with him 
because he has some- 
thing important to tell 
him. Ryo’s explains 


* that his father discov- 


ered the legacy of the 


: demons, and that he 
array of : 
weapons for battling demons. ‘They : 
are his Devil-cutter, -wing, -kick, - | 


tried to unite with a 
demon. Unfortunately, 
he was successful but was unable to 


‘ control it. Ryo’s father was forced to 
- kill himself by setting himself on 


fire. Ryo explains to Akira that only a 
person of pure heart and strong will 
san control a demon. Akira is such a 
person. 


Akira agrees to unite with a demon 
and become the protector of Earth. In 
a frenzied ceremony (whose setting is 


_ a surreal disco!), Akira joins with a 


demon called Amon. Akira takes con- 


_ trol of the demon body and begins to 


rip apart all the other demons in the 
room. Now, Akira has become 
Devilman, a demonic hero to protect 


> be 


the world—but possibly at the cost of 
his friend’s life... 


So far, only two OAV’s have been 
_ released and Go Nagai hopes to begin 
* work on Part 3 this year or next. 
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PROFILE 


While he was in the Bay 
Area, V-Max had the oppor- 
tunity to chat with the 
director of Giant Robo, 
Yashuhiro Imagawa. Special 
thanks go to Joshifumi 


Yashuhiro Imagawa 
BY CHRIS KELLER 


Yoshida for serving as trans- 
lator at this interview. 


V.max: 

“First of all, I would like to thank you 
for the interview. I would also like to 
congratulate you on the success of 
Giant Robo. \t is probably the most 
brilliant visual film I have seen from 
the Japanese animation industry for 
several years. I would like to know 
how your involvement with the Giant 
Robo project came about. How were 
you contacted?” 


Yashuhiro Imagawa: 

“In the beginning, Mr. Yamaki (the 
producer) was planning something 
totally different, but that project was 
put on the back-burner. So we say, 
what about Robo? So that was the 
beginning. And I happen to be a big 
fan of Mr. Yokoyama’s work, espe- 
cially Giant Robo. This is a man who 
has been doing comics since he was a 
kid. For some reason, whenever his 


characters looked different or were 
changed. We wanted to bring Mr. 
Yokoyama’s characters to the screen 
without changing them, and that was 
the plan we put through. And it was 
something I always wanted to make 
and see for myself. The original 
comic and the live-action Giant Robo 
were two different stories completely. 
And | think to myself, if this one is so 
different from the other one, why 
shouldn’t the animation be different 
from the both of them? And the only 
thing I really borrowed from the orig- 
inal work is the giant robot, the kid 
who controls it, and both of them 
fighting Big Fire. 

“Right now, the world situation 
as it is, the possibility of world domi- 
nation is not really “in” any more. 
And I can understand with the Gulf 
War, and kids who can see it on TV 


: from home; it’s all just a TV game to 
works were animated, the original ° 


them. The whole concept of world 


domination [by secret society] is a 
very alien idea to them. So Giant 
Robo makes an antique, retro world- 
setting into which an old concept can 
fit. ‘The actual plan for Giant Robo 
went into effect nine years ago. What 
you see now are plans built upon ear- 
lier planning. The original build-up 
sort of crumbled down and slept for 
five or six years. And while it slept, | 
did other works; three years ago 
Yamaki and I said—let’s do it. This is 
like a dream Mr. Yamaki has had for 
years. All the years it slept and all the 
people who said it won’t work...We 
wanted to make something that says 
‘Ha! We cold you so.’ During the 
process, one of the sponsors dropped 
out. We want to show him what he is 
missing, to show all the people who 
pulled out that we’re doing something 
great. That’s how it all started. So 
that’s the driving force, not counting 
all the details that got the film done.” 
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Imagawa: 


“IT feel that I want to show people © 


things they can’t see anymore, or have 
forgotten. 


anymore to come out again.” 


Imagawa on the idea of the 1PO and a team of : 


ancient heroes: 

“{You create an] unbalanced mood i 
having robots and people with super- 
powers. People with Chinese clothes 
and other clothes. Basically, the story is 
for people to have conflicts and fight= 


And the purpose of Robo is like a bull, 


dozer for the people who have the con 
flicts. If there’s a mountain or water jn 
the way, you climb or swim. You hdve 


to rethink what a robot is. Robots [class Sf 


sical robots] are not suppposed to be, : 


like Gundam. No matter héw cool the 


mechanical design is inf/Gundam, it is 
not a robot anymore. Itis a -mobile suit; 
and also any other shows? '[whickPare: 
just an extension of Gundam.! PYous 


To let those old memories - 
and feelings that people don’t have | 


-Mitsuteru Yokoyama: 7 


“tions and of different | calibre. Teel | 


At is novlike a\ tribute 
(chat for Tt 


: much getting in the way of a wonderful : 
adventure and the anthropomorphic © 
» style, the way in which a boy and this © 
giant robot guardian interact. It sort of : 
takes us back to the days of Tezuka : 


and Tetsujin 28. There seem to be 


: characters from mythology in Giant - 
Robo-Isnit this a WN age?) 


Imagawa: WA 
“Well, it’s something fi 


exactly. I feel ria he Kyo Hae ho f 


Imagawa: 

“And they have been written a long 

time ago. No matter how much the 

generations change; there’s something 

. Giant Robo is all 

m those comics] 
That’s what 


the feeling Iygotth 
expressed_in my, 


GiantRobors:*" ai 
; Py ee ‘Y 
: y max: 


“On the relacionshie Les Giant 
Robo a at pee which is almost 


_ have don& the nos Aye Tezuka and AG like rather and s don, what are some of 


similare works, but in differenf=diree- 
that 30 
‘ 


worldview, 


Yasically wi fice, whieyou 


/ 
upvhow niuch fun Yokoyama?s work 
was>and how: grea 


iW 
Seen ofa boys going.through puber- 


Phey have done* Athe humap=themes you want to 


expresseside this big, ence 


& about that. I 
ugh i images the 


ABreNpress hod 


‘| 


ave’ Said, “oN tyand” Becomive. man. By showing 
r anfthing Ii like.” 
zuka. ‘Ljlise-want vo bring : 


the growth df a) oy; who has posses- 
al, 4292 


i é We most powerful robot on the 
: planers dhow-he handles growing 


a 


ee 
ancinfluence it was, sup; it sends a message co the kids. 


must] come up with new\ideds, Hew | /His works like-Iron Man 528, Relations between parent and child, 
designs for the robot that-péople “Romance “of: the Three Kingdoms, - 


haven’t seen before, and tell people 5 


your view of what a robot is like.” / 
i 


Imagawa about the feeling that G.Robo is not Q\.: 
machine sometimes: a 
“I want people who have seen it to 


relate to this Robo on an emotional ° 


level. During the conflict with 
Uranus, he [Daisuku] treats ic 
[Robo] as one of his arms or legs, 
rather than just a kid yoice-control- 
ing a robot; it gives-a.whole new 
view of robot-to-robot conflict. 
though a robot is.a/thing and treated 
as an inanimate object, people-fécl 
emotion towards it. A lot of people 
who have a car for a long time_can 
become attached to it. The -relation- 
ship with a robot can be something 
like that. Understand that, and you 
can undersrand the relationship 
[Daisaku shas] with robots,” 


V.max: 
a two-part question: 
“Giant Robo is a throwback to an earli- 


er fantasy/science fiction. ‘Vhere’s not 


“jnstead, of, Penike' 


Even ~ 


Yokoyama Stays in the shadow 


how 1 important that is. It’s a little dif- 


‘Mars—all those things ‘look into thee Aérerigy from the original story; 


fucure[except ROTK] and his aspéra= 
tions fort, instead of, taking | the 
humanistic ‘view. I look: Mis. Work 
ie: 
known aa "shadow? to Lezuha’ 
“light”. When! he draws. Rares, 
it’s set in the feiida days () Japan- and 
China. All of a suddé yh ‘starts, doing 
science fiction and ymics real 
popular, and/ science fiction” becomes a 
trend. They; both do works for all ages 
and-all sexes. Everybody can enjoy 
their work. Those two have traits and 
abilities that don’ t pass away liked 


“Daisaki’ ‘father leaves him the robot 
and relist him ‘You must save the 
world with this [and/or] die on it.” 

_Even _thou h his father, who can do 
noavrong, leayes him the most power- 
ful robot of all, it is powered by 
nuclear powehk, which is the evil 
power left behind by everyone. Why 
did the father let the robot be pow- 
ered by nuclear energy? Now there’s 
doubt coming from within him 
[Daisaku]_ about his father. Genya is 
Tike the. adult) versian of Daisaku. 
Like Daibakuyhe i is) given the anti- 


fad. I understand that Tezuka has) Shizuma- drive: to. rake over the world. 


international exposure while 
Tezuka], but I think Yokoyama/s 
works sell more copies. The comics I™= 
bought in elementary school are still 


1 . > 
sold by the stacks in bookstores.’ 


V.max: 


first print run, it’s not reprinted.” 


lof, : 


“Fhe-facr: isethe two aremirroring each 
other’s life. Each is iven something 
incredibly powerful by their fathers, 
and each has a seo ERODE must 
come ees to eee a resolution. I 
want to illustrate the bond between 


: parent and child, their relationship. 
“And that’s very difficult because : 
usually when a manga runs out of its : 


“T [also] want to make an ecological 
point about polluting power sources. 


» The Shizuma drive is some type of 


> pin 
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nuclear energy. It’s a time when nuclear 
is felt as safe. Shizuma is safe, it’s per- 


fection. If a power source goes bad, and _ 
dies, what kind of situation will we all ° 


face? The only thing that can save you 
is something you have cast away, some- 
thing you hated...That’s the irony | 
want to depict. Depicting the conflict 
between pro- and anti-nuclear energy. 
If people can use this irony to reflect on 
their belief and thoughts about nuclear 
energy, I feel I have done a good thing. 
There’s no answer for this right now 
but to get people thinking on it. At the 
end, humanity will get another chance. 
There’s a line in the series “We’re 
always too late.” [Episode =3] At the 
end [of the series], it will end with a 
similar line, ‘We'll get yet another 
chance.’ Those are the themes of Giant 


Robo. I think people who watch and 


enjoy Gundam should think about what : 
makes them run, and if they're danger- : 


ous [their power source, that is]. Giant 
Robo is not something that tries to por- 
tray realistically the use of robot as 
weapons. You can look at Giant Robo 
not just a weapon but somethng you 
can relate to emotionally. | want people 
to see a different reality, different possi- 
bilities of giant robots. By creating 
Robo, run by nuclear energy, it’s a very 
scary situation. You’re scared that the 
thing sits outside. Showing a robot as 
something real, and not gimmicky, is 
something I want to do.” 


V.max: 
“Are you afraid that the themes will 
be forgotten?” 


Imagawa: 

“If I ever feel there’s any danger of 
[not] expressing [myself], the action 
will be the first to go. And since it’s a 
comic and an animation, you want to 
leave something interesting in it. And 
if a person doesn’t want those themes, 
it’s their choice. As viewers, it’s their 
perogative to choose what they want 
to get out of it. I know there’s a dan- 
ger that the themes will be missed, 
but that’s the responsibility of the cre- 
ators and the responsibility of the 
viewers—and their relationship. Of 
course, there’ll always be some hits 
and misses with the audience.” 


V.max: 
“In recent years there has been this 
wave of remakes and reinvention of 


classic stories. Do you think these are © 


simply remakes to show the same sto- 


ries, or is anime is trying to reinvent : 


itself by backing up to a period when 
stories were more adventurous, and 
science fiction oriented?” 


Imagawa: 

“IT chink the reality is that people 
don’t just want the originals any- 
more. There’s one thing I can say for 
certain about the state of anime right 
now. People who grew up watching 
animation in the 60’s and 70’s are 
now in charge and able to make ani- 
mation. Since they’re in power, they 
say, ‘when I was growing up, ‘Aas 
was interesting, so let’s make some- 
thing similar.’"—or, ‘when I grew up, 
Gundam was good, let’s make some- 
thing like Gundam.’ I think that’s a 
bad trend. [/aughter] Even though 
the techniques have improved a 
great deal, we haven’t improved on 
the stories at all. To me, when I cre- 
ated Giant Robo, | borrowed the 
title, buc I am creating something 
totally new. My attitude is that this 
is the real Robo—the original manga 
and ‘TV series are imitations. That’s 
the kind of thing I want to create, 
something new and interesting. A lot 
of people will say ‘Wait, this isn’t 
Giant Robo, Giant Robo is what we 
saw in live-action.’ 


“Forget about 
people who just 
look at things on 
the outside and just 
make something. 
People are concen- 
trating too much on 
the outside and not 
enough on _ the 
inside—the story 
about a child and 
his robot. What it 
looks like on the 
outside doesn’t 
matter, it’s just cos- 
metics. Like the 
various renditions of Ham/er; in the 
end, nothing is going to stand up to 
the original story. What’s important is 
what’s inside. If I have to borrow the 
title of Giant Robo to create some- 
thing like that, that’s perfectly fine. 
And this is the kind of thing I want to 
make from now on, concentrating on 
the inside.” 


V.imax: 
“Tow long will the series last?” 


Imagawa: 


“7 episodes total. The Siege of the Tower 


of Babel is the final fight against Big 
Fire. In it, we bring a clearer picture 
of what it means to dominate the 
world.” 


V.max: 
“What would you like co do after 
Robo?” 


Imagawa: 

“Either it'll be a novelization of Robo 
to continue the storyline, or a story 
with a similar setting like the world of 
Robo, but with different characters.” 


V.max: 

“Over the last 2 years several other 
projects have been produced in the 
same vein as Robo. Kishin Heidan as 
an example. Have you seen it or other 
projects like it?” 


Imagawa: 

“I watched it. The original novels I 
find very interesting. | don’t mean to 
knock other people’s works, but there 
must be a better way to express the 
story. The concepts are misrepresent- 
ed visually; that ruins the original 
story. I feel if you don’t have a firm 
grasp on the concept of the original 
story, you can’t possibly do good ani- 
mation. If it’s been in comics, it’s eas- 
ier to animate. One thing really disap- 
pointed me about Kishin Heidan: it’s 
similar to Giant Robo, but different in 
one important aspect. | am envious of 
the worldview of Kishin Heidan 
because ordinary people get to inter- 
act in it. In Robo, they're all Experts. 
There’s no regular civilians. They 
[the makers of Kishin Heidan| didn’t 


take advantage of what they had.” Ea 
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OPECLAL REPORT 


Convention Season ’94! 


by Kevin J. Karvonen & Chris Keller 


For the last four years every summer, 
the staff of V-J/ax has gone off to the 
anime conventions (like salmon 
swimming upstream). This year was 
no exception, despite the fact that the 
stream suddenly got a lot longer with 
the relocation of Anime Expo to 
southern California. Here’s a little 
recap of what we saw and thought. 


Anime America and San Diego 
ComicCon 

—K-_J. Karvonen 

First up, chronologically speaking, 
was Anime EXPO ‘94, held in 
Anaheim, California. 1 didn’t attend 
this one this year, so, I’m going to 
hand that report over to someone who 
did go. (Sce Anime Expo coverage later 
in this article.) 


On July 29 through the 31st, was 
Anime America, held here in the 
Bay Area in San Jose, California. Last 
year, this was the premier event to go 
to, with more guests, better events, 
and longer hours than Expo. Even 
though this year’s convention was 
held in larger quarters, it seems to 
have been scaled down. There were 
only two Japanese guests: Go Nagai, 
creator of Devilman, Cutey Honey, and 
Mazxinger Z (among others); and 
Akemi Takada, character designer for 


Kitty films. Takada-san’s work : 
includes character design on both : 


7 


g 
f 
4, 


ii, 


Urusei Yatsura and Maison lkkoku, and 
her visit came in the same year as the 
Rumiko ‘Takahashi’s 
ComiCon in San Diego. Throw in 
the video releases and manga transla- 
tions, and one might say that this is 
the year of Takahashi. These two 
guests of honor were very informative 
and patient with the fans (see our Go 
Nagai interview in this issue). 

Last year, there was a large contin- 
gent of Japanese fans from Comiket. 
They had their own display room; one 
of the highlights of last years’ conven- 
tion. It was a great opportunity to meet 
our Japanese counterparts informally. 
Unfortunately, this year the con didn’t 
even include a Comiket panel. 

American guests were sparse this 
year; the only ones listed (and that I 


visit at 


saw) were Sheperd Hendrix, Edward © 
Lea: 


Luena, Greg Espinoza, 
Hernandez and Ken Hooper. Shep, 
Greg and Ed were at the con to talk 


about their dojinshii, Sambu Gashho, a - 
new work just being published. (For 


a closer look at Dojinshii see V-Afax’s 
Comiket coverage last issue.) Lea 


works on a number of American ver- : 
sions of manga, for Viz and Studio : 


Proteus. Ken Hooper works on a 
number of comic projects, though 
oddly, none apparently related to 
manga or anime. 


One of the more interesting events 
was a multi-media ‘game show’, simi- 


lar in form and content to Anime 


Remote Control, first performed at 


. Animecon in 1991. 


Using Mac-generated images 


; and sound on a big screen, fans ° 
» from the audience get to answer : 


tongue-in-cheek questions on 


} anime trivia. Unfortunately, while 
> the game show is a great interactive © 
* event for fans, both this production : 


and the one done at Anime EXPO 
‘93 lacked the showmanship and 
charm of the original. At 
AnimeAmerica, the show was spon- 
sored by Aximeigo, and left much to 
be desired as a game. 


Usually, the best attended event at 
any convention is the Costume 
Masquerade. This year’s was run by 
Lisa Nelson, a veteran of Anime cos- 
tuming. She kept the event organized 
enough to run, but free-form enough 
to allow the costumers to express 
themselves without being harassed by 
rules and paperwork, 

Even though administration was 
no problem, some masquerade partici- 
pants complained about arbitrary 
treatment from “Convention 
Services.” However, the costumers 
persevered, putting on many humor- 
ous and entertaining sketches for an 
enthusiastic audience. 


Some high points: 

Florencio Lim and his JASH 
cohorts with an impressive Maszinger 
- Z suit, and a funny sketch concerning 
the difficulties some heroes have 


drawing their swords from the 
sheaths. 

Lisa and Brian Keesler perform- 
ing their rendition of how Kaori 
(from City Hunter) would react to 
Ryo’s Playboy subscription. 

A meaningful and authoritative 
speech on martial arts, given by 
Genma Saotome (from Ranma 1/2). 
Unfortunately, some of the fine points 
were lost by the audience, as he was a 
panda at the time. 


Peculiar crossovers: Giant Robo ° 
and Irresponsible Captain Tylor 


(Gin-rei vs. Tylor), Appleseed and 


Tylor (“members of ESWAT, allow 


me to introduce your new command- 
ing officer”) and Urusei Yatsura ‘87 
performed by a troupe—of which half 
the members had never heard of the 
show. 


And now, after that whirlwind run 
through AnimeAmerica, lets talk 
about a convention that most Anime 
fans don’t know about, but should. 
San Diego Comicon, held on 
August 4-7 1994, was the 25th. anniver- 
sary of the con that tops my list as the 
biggest, most-fun-to-attend convention 
in the US. According to staffers, this 
year’s attendance topped 35,000, which 


made ComiCon a good five times larger 


than the San Francisco Sci-Fi Worldcon. 


They manage to hold this with- : 


out overcrowding, expensive mem- 


berships ($40 compared to $125 for 
Worldcon), Convention “Security”, : 


or “Peace Bonding”. Yes, you heard 
that right, no security-guard rejects 


harassing costumers because they are : 


carrying a dangerous Super-Soaker. 


workshops on “How to 
Superheroes” for hopeful artists to 


ultrafeminist single-mothers. There’s 
a dance every night (including one 
with a band led by Bill Mumy, of 


Lost In Space fame), and a Monte 


Carlo night of free food, games and 


music. And all the Con hotels have ° 


free shuttles, which run to outside 
events until early morning (2am). 
The dealer’s “room” is huge—it 
occupies the entire first floor of the 
new San Diego Convention center. 
Every American cor 
and manga in the (! 
from Antarctic | (Benn Dunn 
and Co.) to Stre Productions. 
A new company called 
Entertainment, which appears co have 


iny for anime 


ave displays, 


Manga : 


bought up the defunct US Renditions - 
line, was ‘premiering’ the new Macross : 
_ tion run for the enjoyment of the fan, 


Plus video there. 


The companies represented com- | 
pete for the biggest, most impressive : 
display. From DC’s Gotham City - 
iron-bridgework technodrome, to my : 


personal favorite this year: a 50-ft. 
spaceship, detailed inside and out, 
built to promote Image Comics’ 
Younghlood. Even computer game 
companies premiere new games at 
this “comic book” convention. 


How does this convention relate to 


’ Anime and Manga? Though San 


Diego ComicCon focuses on ‘Serial 
Art’ (comics), don’t forget manga and 


* anime are serial art, too. The conven- 
Their guest/event list is too long to - 
quote; the main program book is 142 ° 
pages alone! There’s an event for : 
everyone at SanDiegoCon, from . 
draw | 


tion has an extensive anime/manga 
program, and there are usually many 
Manga and Anime professionals on 
the guest list. In the past, this has 
included Buichi Tserazawa, Kennichi 


: Sonoda, Ben Dunn, Stan Sakai, 
“Spotlight on Trina Robbins” for : 


Osamu ‘Tezuka, Monkey Punch, Go 
Nagai, and the producer of Daicon 4. 


- This years Anime guests included the 


editors of Weekly Comic Morning and 
Rumiko Takahashi. The conven- 
tion had a separate 23 page program 
book just for their Anime program. 


shown this year were commercial 


attention the con has attracted. In 
honor of her visit, this year’s program 


‘Takahashi. She was also awarded the 


creative excellence. 


> ite 


How do they do it? Well, I'd have 
to say it’s a combination of a conven- 


not the convenience of the con staff, 
and an ‘Open Door’ policy on guests 
that attracts professionals from 
comics, I'V and movies, publishing, 
and Anime and Manga in droves. 
Fans come from overseas and from all 
over the US; a well-known anime club 
from Canada (Arctic Animation) 
makes their one-yearly vacation trip 
to ComiCon—and you should, too. 
See you next time! 


AnimeExpo ‘94 


' —Chris Keller 


This year’s AnimeExpo was held in 
the shadow of Uncle Walt’s imperial 
fortress, Disneyland, in Anaheim, 


’ California. After catching an early 


flight from the Bay Area, I just made 
it in time for the opening ceremonies. 
This would be the only full meeting 
of convention attendees, and the 
room was packed. As with every year, 
the expected guests were a couple 
short—this year’s big cancellation 
being character designer/illustrator, 
Haruhiko Mikimoto. On hand were 
Izumi Matsumoto, the creator of 
Kimagure Orange Road, and Nobuteru 
Yuuki, character designer for Record 
of Lodoss Wars and animation director 
of Gunmm (aka, Battle Angel Alita). 
Allen Hastings and Scott 
Frazier were American guests who 
attracted a loc of attention. Mr. 
Hastings created Lightwave 3D, a 
sculpting and animation software 
responsible for most of the SfX in 
shows such as Babylon 5 and SeaQuest 


: DSV. You can see a glimpse of his 
Unfortunately, most of the anime 


work in the AnimEigo opening on all 


: » their new video releases. Scott Frazier 
: American releases (although some - 
were new and not on the market yet). : 
‘This may be due to the international ~ 


is the president of TAO Studios in 
Bangkok, Thailand and has worked 
on many projects for the Japanese ani- 


: mation industry. He brought a pre- 
: view of the new Gatchaman OVA 
featured works originated by Rumiko : 


series (which hadn’t been publically 


' seen, yet): He also gave first-hand 
prestigious Inkpot Award, for her ° 


insight intosthe state of the anime 
To be continued on page 47 
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Published by Shinshokan, © 1991-1994: Serialized in South and Wings® Writer: Nanase Ohkawa Artist: Mokona Apapa 


This article is the second in a series 
examining the works of CLAMP, the 
immensely popular four-woman 
manga team from Osaka. Originally 
serialized in South and Wings between 
1990 and 1993, Tokyo Babylon has 
been compiled into seven stylish vol- 
umes. To date, it has been the subject 
of two animated OAVs, a live-action 
video, two music videos, two music 
compilation CDs, and two “drama” 
CDs (both featuring the actors from 
the anime videos). The first is a read- 
ing of the story “Call”, and the second 
is an original story set after the end of 
the manga. 

In many ways, Tohyo Baby/én is 
the most sophisticated of CLAMP’s 


in the world. With a population of 12 
million, fully 10% of Japan’s pedple 


live there; at night, the populace near- : 


ly doubles, to over 20 million. 
While Tokyo is an ugly, sprawl- 


. . . -f 
ing city, there is also beauty and kind- : 


ness to be found there. F requenfly, 


the manga is used to explore contem- 


porary issues in Japanese society, Such 


as neglect of the elderly, férminal ill- 


ness and suicide. } 


Book 1 \G , 
VOL.O/T*Y*O | 


j 
f 


After exorcisifig a ghost, Subaru and : 


Hokuto visit Seishiro at his office. 
The victim ’s/bed was haunted by they 


works, aimed at an older audience——spir:t of ‘@ woman who committe desiyi- 


than their other manga. W héreas X | 
and RG Veda can be considered 
“unisex” manga, designed to appeal . 
to both boys and girls. PAY 0 
Babylon lacks che dynamic 


amyic® agbion : 
scenes found in other | two/ mak- 
ing this man 


morespop 


female peaders. While pe col 
involye sb atural e Jcourteers, 
theghero scék i ae moti- 
vations and 


a : : 

solve sithations non- 
violently, unlfke the typical gore- 
filled occult man 


The main characte of Tokyo Babylon : 


is perhaps the city itsdlf. Tokyo, ever- 
changing, constamply’ modernizing; it 


is the second largest metropolitan area : 


ulaf amo ng 


{ 
cide, after he séduced and then 


dumped_her. Hokuto4s angered that 
sSubany ould help-Such a despicable 
ma “Stishiroy’: arriving with tea, 
exp] in$Sthat Subaru did it for the 
_ sake of the weman’s spirit. 

™ Seishiro offers to take Subaru to 
his next job. Entering an elegant 
mansion, Subaru confronts a woman 
seemingly possessed. At first, he is 
confused, until he realizes that the 
source of the possession is her expen- 
sive designer dress. The woman had 
bought the dress at a bargain price; 
however, being displayed in the 
store’s show window, it had accumu- 
lated all the longing and envy of the 
people who saw it. 


VOL1/BABEL 

Subaru \is investigating unusual earth- 
quakes jat the which 
are felt/on the main observation plat- 


‘Tokyo Tower, 
form, (but not on the upper parts of 
the tower. While touring the tower, a 
quake hits. During the quake, Subaru 
hears a woman’s voice: “I hate ‘Tokyo. 
I deSpise it.” 

Subaru and Seishiro wait in the 
tower at night for the ghost to appear. 
The ghost, named Kazue Katou, tells 
she was a beautiful girl from 
Tokyo to 


her\story: 
who came to 
She had to endure 


the ‘country, 
_becomie an actress. 


if many hardships while waiting to be dis- 


 Lrovered. She did get on ‘TV, but only as 


an extra. F inally, she got a chance at a 
bit part in a movie, but the movie was 
halted when the starring actress sudden- 
ly threw a fit on first day of shooting. 
Unable to take it anymore, Kazuc 
killed herself. Now her spirit has 
come back, vowing vengeance on 
Tokyo, the city she came to despise. 
But Subaru realizes there is 
some reason why she haunts the 
tower. Kazue admits that she liked 
to come here and view 
night, and realizes that the 
some small bit of Tokyo that she did 


love. Allowing he 


Tokyo at 
re was 


rself to be 
cised, she tells Subaru: “I said that 
someday, when | was rich, 
pay the extra 540 yen, and 
the special viewing platform.” 


CxXor- 


I would 


go up to 


4nkz— 


Seishiro suggests that the two of 
them go to the upper platform in 
Kazue’s place. In the few remaining 
hours of night, Seishirou proclaims his 
love for Subaru. The next morning, 
Hokuto demands to know the details 
of their night alone together... 


VOL 1.5/DESTINY 


Subaru has a dream, from his child- 
hood. While admiring the cherry blos- 
soms, a mysterious youth asks: “Do 
you know? A dead body is buried 
beneath this tree.” 

The youth explains that the red 
color of the blossoms is due to the 
tree sucking the blood out of corpses. 
“Doesn’t it hurt the people under the 
tree?” asks Subaru. “Let us make a 
bet,” says the youth, “When you and 
I meet again...” But Subaru is unable 


to hear the rest, duce to the wind. 


Scene Change—Subaru is chasing a 
bird-shiki (Shiki: a type of creature cre- 
ated through Sorcery) at the Ikebukuro 
train station. Intent on chasing it, he 
trips and falls on his face. 


This was his first meeting with 
Seishirou. While Hokuto teases 
Subaru mercilessly, Seishiro remarks: 
“That wasn’t the first time.” 

“Surely you remember? The first 
time you and I met?” He asks. 


“Not!” 


Remembering his dream, Subaru 
thinks: “So long ago... But was it a 
dream, or was it real?” Overhearing 
Subaru mumble “Who was that 
man?” Scishiro and Hokuto tease 
him once more, accusing him of 
unfaithfulness. 


The three decide to go to a park and 
view cherry blossoms. Subaru wonders 
why only one of the trees is in full 
bloom. Removing his glasses, Seishiro 
replies: “You should know. Because a 
dead body is buried beneath this tree.” 
Subaru, deeply shocked, thinks 
“Seishiro is different. It cannot be 


BYLON 


by Steven Barnes 


him.” They are distracted by Hokuto’s 
threat to eat all the food, unless they 
come over. But, when Subaru looks 
back at the tree, he cannot remember 
what he had just been thinking about... 


Book 2 
VOL.2/DREAM 


Subaru is dispatched to aid Mitsuki, a 
girl who has been asleep for four 
months and cannot be awakened. 
After being raped, she wanted desper- 


ately to escape her terrible memories, 
and so she dreams of her childhood, 
and of Subaru, who was her friend. 


Entering her dream, Subaru tries to 
awaken her. Mitsuki refuses, and 
envelops him in a swirling pool of blood. 
Subaru cannot bring himself to use his 
powers, since it would hurt the girl; 
Seishiro sends his shiki to intervene... 


ANNEX/SMILE 


While out strolling in Shinjuku, 
Hokuto encounters a foreign girl, who 
is being hassled by three men. None 
of the bystanders seem interested in 
helping her, but Hokuto intervenes. 

After escaping her pursuers, she 
explains that she came to Tokyo to 
work, and send money to her sick par- 
ents. She has been in Japan for two 
years, and learned Japanese from the 
customers in the club where she 
works. But since she entered the 
country illegally, the police have 
come to take her into custody. 

Here in Tokyo, she has no 
friends; when she tries to talk to peo- 
ple, they run away [some Japanese 
actually do this, in order to avoid the 
stress of dealing with foreigners]. No 
matter how hard she has tried to learn 
about the Japanese, she is still consid- 
ered a “gaijin.” 

Hokuto offers to be her friend. 
She doesn’t care that the girl works in 
a sex club, or that she is a foreigner. 
“Japanese or foreigner... Don’t catego- 
rize people like that. You and J are 
both human beings,” Hokuto tells her. 


CHARACTERS 


‘Subaru Sumeragi: the 13ch heir of 


the Sumaragi family, which is responsi- 
ble for guarding Japan against supernat- 
ural threats. He is perhaps the most pow- 
erful sorcerer in the history of his clan. 

Subaru is a handsome 16 year-old 
boy, who lives alone with his sister in a lux- 
urious apartment in the Shinjuku district. 
Subaru is gentle and kind, and would 
rather die than bring harm to others. He is 
always fashionably dressed, courtesy of his 
sister, he always wears gloves, even when 
sleeping, on orders from his grandmother. 

While he is apparently enrolled in 
an ordinary high school, we never see 
him there. He frequently is excused 
from school due to the important nature 
of his work. 


Hokuto Sumeragi: Subaru’s twin sis- 
ter. Unlike her brother, Hokuto is flam- 
boyant and extroverted, often embarrass- 
ing him in public. While her power seems 
less developed than Subaru’s, Hokuto 


"does possess some magic skill herself. 


Seishirou Sakurazuka: a 25 year- 
old veterinarian, who is also the heir of 
Sakurazukamori, the enemy of the 
Sumeragi clan. Seishirou is a veterinarian 
for a sinister reason: the use of destruc- 
tive magic creates a karmic backlash, 
which Seishirou redirects to the animals 
under his care. 

Around Subaru and Hokuto, he 
seems to be a kind and considerate 
man, but this is merely an claborate 
facade which hides his true nature. He 
has never actually denied being 
Sakurazukamori, usually deflecting 


such inquiries with his charming wit. 
Seishirou frequently proclaims his 
love for Subaru, a prospect which 
embarrasses the younger boy, and is the 
subject of numerous jokes by Hokuto 


and Seishirou. 


This relationship is the central theme of 
Tokyo Babylon. At first, Subaru is uncom- 
fortable with Seishirou’s proposals, but 
over the course of the manga, he comes 
to believe that Seishirou truly does love 
him. Years ago, Seishiro proposed a 
“bet” between the two of them, when 
Subaru was still a child. The nature of 
this wager is unclear, but Seishirou’s 
motives seem sinister. Despite the evi- 
dence before his own eyes, Subaru is 
unable to believe that Seishiro could be 
the amoral sorcerer his grandmother has 
warned him about. Perhaps this is due to 
Seishirou’s magic, which enables him to 
manipulate Subaru with casual ease. 

Hokuto on the other hand, is less 
naive, and suspects that Seishirou is not 
what he seems. 


Book 3 
VOL.3/CALL.A 


Subaru’s latest job concerns a series of - 
prank phone calls originating from : 
NTT’s “Dial-Q2” system. Dial-Q2 is 
a group of party lines, cach of which 
can accommodate up to 10 people. 
The victims of the calls all have 
phone numbers ending in 1999. 

‘The source of the prank calls are 
three girls, who believe they are the 
“chosen warriors,” who will fight 
against demons to save the Earth in 
the year 1999. Each is a social misfit, 
but they take pride in their belief that 
they are “special,” and spend inordi- 


> nate amounts of time and money 
’ using the Dial-Q2 system. They : 
: believe the enemy base is one of the : 


entries in the phone book, whose 
number ends in 1999. 


When Subaru joins the party line, : 


he is denounced as an enemy, and 


subjected to attack by reversed : 


mantras (protective chants spoken 
backwards, producing a curse). Subaru 
manages to reflect the spells back on 
his attackers. Realizing that his oppo- 
nents are amateurs, Subaru knows he 


must stop them, before they end up : 


harming themselves. Also, having 
accepted money for the job, he feels 
honor-bound to finish it. 


- VOL.3/CALL.B 


Subaru dispatches a shiki-gami to 
locate the three girls, but finds they 
' are under attack. He manages to 
dispel the threat, but the great 
exertion takes its toll on him. 
Seishiro explains that all magical 
attacks will return back on their 
' caster; professionals know this, and 
take the necessary precautions. 
: The girls were unaware of this law, 
and are now being punished for 

: their earlier pranks. 
Despite his weakened condi- 
tion, Subaru goes back to work. 
Contacting one of the girls, he 


instructs her to destroy the charm 
on her door, claiming that it is the 
source of her problems. Having 
removed her wards, Subaru is now 
able to help her; however, the other 


two girls join the line, and 
denounce her as a traitor. Subaru 
protects the girl, but passes out 
from the exertion. 

Scishirou intervenes, telling them 
“] have no interest in you; but to hurt 
Subaru...that I cannot allow.” Having 
defeated the girls, he carries Subaru 


in his arms, saying: “The bet between : 


you and [ is not over yet, Subaru...” 


Book 4 
VOL.4/CRIME 


Subaru has decided to visit the : 
Yasukuni shrine, to work on his art : 
homework. Since Hokuto has a date this : 
evening, she is unable to cook for him, : 


so Seishiro offers to cook dinner instead. 


While painting, Subaru senses a © 
malignant aura. Confronting the ° 
woman responsible, he realizes that : 


she intends to summon an Inugami. 


ago, her six year-old girl was kid- 
napped and murdered. Although the 
killer was caught, he was not con- 
victed, due to mental illness. Vowing 
to kill the man, she learned of the 
ritual for summoning an Inugami 
(Inugami: “dog spirit”), and buried 
the head of a dog near the graveyard 
at the shrine. 


Subaru warns that all spells will return 
back on the caster, but the woman 
doesn’t care if she lives or dies any- 
more. Subaru realizes that he must 
stop her, and proposes to summon the 
spirit of her daughter, to learn the 
wishes of the girl. 

He summons the spirit, but her 
mother cannot hear her anguished cries 
of pain. Unable to tell the truth, Subaru 
lies: “She said, please stop...Mother... 
want you to be happy.” 

Subaru arrives at Seishirou’s 
house, wracked with grief, and feel- 
ing guilty for having lied. Comforted 
by Seishirou’s kind words, Subaru 
falls asleep. Afterwards, Scishirou 


: gloats, “It seems as if I have won our 
The woman explains that two years ° 


bet, Subaru.” 


VOL.5/SAVE.A 


A girl named Kuniko Hashimoto is 
being tormented by her classmates. 
[This behavior is known as “Ijime”, a 
disturbing aspect of Japan’s group-ori- 
ented society, in which certain indi- 
viduals are singled out as being differ- 
ent, and are continually abused by 
others in the group.] 


Subaru meets his grandmother, who 
explains his latest assignment. The 
Ministry of Education has requested 
that he investigate a recently estab- 
lished New-age religious organization, 
whose members are middle and high- 
school aged children. It is called the 
MS Research Institute. 

But she explains that she had 
another reason for meeting with 
Subaru. On the ninth day of each 
month, she reads Subaru’s future 
using fire divination. This time, she 
saw a vision of Subaru, abducted by 
‘Sakura’ (cherry blossoms). She warns 
him once more, to wear his gloves. 
Anguished, she says: “That time...If I 
hadn’t made you wait; if I hadn’t left 
alone that evening...” 

“Do 
‘Sakura’, 
steal your heart.” 


not be tempted by 
Above all, do not let him 


After being abused in gym class, 
Kuniko sits alone in a park. Kumiko 
Nagi, leader of the MS Institute, 
consoles her. “I 
hearts of those who suffer. It is a 


understand the 


power, given to me by God.” she 
claims. And so she convinces the girl 
to join the MS Institute. 

Despite following Ms. Nagi’s 
teachings, Kumiko is still tormented 
in school the next day. 


VOL.5/SAVE.B 


On his first day of the investigation, 
Subaru listens to an inspirational 
speech by Ms. Nagi. The basic philos- 
ophy of her religion is that each per- 
son possesses the spirit of God within 
himself. Through diligent prayer, and 


vimicix 
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by believing in oneself, all of one’s 
troubles in life can be overcome. 

The next day, Hokuto and 
Seishiro see Subaru off as he leaves 
for work. Alone, Scishiro asks Hokuto 
if she really doesn’t mind his roman- 
tic pursuit of Subaru. “As long as it’s 
OK with him”, she replies, “But if 
you make him cry... [Il kill you.” 


In art class, Kuniko is harassed again, 
but this time, she lashes out. Ms. 
Nagi later informs Subaru that 
Kuniko was stabbed while at school. 
She explains that Kuniko’s plight 
was due to insufficient prayer, and a 
weak spirit. She wants to save 
Subaru, so that he won’t end up like 
Kumiko. Finally having had enough, 
Subaru lectures her: “You, who pre- 
tend to understand the inner pain of 
others, cannot possibly save anyone.” 
Scishiro unexpectedly appears; “I 
agree,” he says. After putting Subaru 
to sleep, he explains that Ms. Nagi 
has created a new religious group, 
with over 3 million members. 
Unnamed people consider this dis- 
turbing, and so he has been sent to 
kill her. Seishiro makes short work of 
her, with his vastly superior power. 
Seishiro then prepares to collect 
on the bet, but is stopped by the magic 
warding placed on Subaru’s gloves. 


The next day, Subaru visits Kuniko 
in the hospital. She doesn’t want him 
to see her, so that he will remember 
her face before it was scarred. She 
still has Subaru’s handkerchief, and 
promises to return it to him someday. 
For now, she vows to overcome her 
problems, but not by relying on oth- 
ers to save her. 

The morning’s paper reveals that 
Ms. Nagi suddenly died last night, 
making Subaru’s investigation point- 
less. Remembering nothing of the 
previous day’s events, Subaru won- 
ders why he didn’t go to the MS 
Institute as expected. 

Hokuto suspects that Seishirou is 
hiding something once again, but he 
laughs off her concerns... 


Tokyo Babylon OAV 
Sony Music Entertainment 
Studio Madhouse 


While this video possesses fine anima- 
tion from Studio Madhouse 
(Supernatural Beast City, Goku—Midnight 
Eye), the story is somehow lacking in 
comparison to the original manga. In par- 
ticular, the lengthy fight scene at the 
end seems quite out of place. 


Subaru is called in to investigate a series 
of fatal accidents plaguing a waterfront 
construction project. Suspiciously, a 
young executive named Nagumo has 
miraculously survived numerous acci- 
dents, where all others have perished. 

A girl named Kazami Azo is the sis- 
ter of the man who conceived the build- 
ing project; he was one of ;the many 
accident victims. Knowing that Nagumo 
was responsible, she has vowed revenge, 
and begun research into the supernatur- 
al. Subaru attempts to dissuade her from 
doing anything rash. He does not know 
the nature of Nagumo’s abilities, but 
fears something terrible will happen if a 
curse is directed against him 

Ignoring Subaru’s advice, Kazami 
summons an inugami to slay Nagumo. 
Subaru rushes to the construction site, 
only to be confronted by Nagumo, who 
has somehow absorbed the inugami’s 
power. 


Subaru Sumeragi Kappei Yamaguchi 
(Ranma-kun) 
Miki Ito 
(A-ko) 
Seishirou Sakarazuka Shiuchi Ikeda 
(Char Aznable) 


Hokuto Sumeragi 


In constrast to the first one, this video 
succeeds admirably in capturing the 
mood of its setting: the dark, claustro- 
phobic underground world of subways 
beneath the rainy streets of Tokyo. 
Combined with the sparse, haunting 
soundtrack, an cerie tale of modern-day 
horror is created, faithful to the spirit of 
the manga. 


While riding the subway, Subaru wit- 
nesses a murder, which he is unable to 
prevent. A psychic named Mirei is 
brought in to investigate. Mirei can see 
the past by touching objects with her 
fingers. 

Mirei’s mother is a palm-reader, who 
can see the future with her hands. She 
carefully scrutinized Mirei’s future when 
she was a child. “I have done this for no 
one else, “ she explains, “Soon, you will 
understand.” 

Unable to sleep, Subaru goes out 
walking with Seishirou and Hokuto 
where they encounter a man who collects 
fragments of buildings. Showing them 
his collection, he explains that each frag- 
ment tells a story. He too, has the power 
of post-cognition. 

Haunted by dreams, Subaru pon- 
ders the question, If two people with 
post-cogntion touch hands, what will 
they see?” 

Mirei’s mother is apprehensive. She 
is happy for her daughter’s future, 
explaining that she will soon meet a won- 
derful person, “but that is the end.” 
Boarding the subway, she becomes the 
killer’s next victim. In the morgue, Mirei 
touches her mother’s eyes, and can finally 
see the face of the killer clearly. 

‘The next evening, she boards the 
subway, acting as a decoy... 
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Vinicix 


Interviewer: When we finished interview- . 
ing you last year, you just finished : 
working on Kuro no Shishi; are you ‘ 
pleased with the anime version? (Kuro - 
no Shishi, the Black Lion Warrior, is a ° 
one-shot OVA about alien technology 

discovered and used in war during the : 
Nobunaga period. I haven’t seen it, : 
but it’s supposed to be quite vio- : 
lent—Author’s Note). 


which 


Go: The character design is the 
same as Jushin Ryger (Beast God 
Ryger, a TV series of some years ago 
created by Go Nagai). There’s a per- 
ception that I did character design 
on the Guy series, but I wasn’t 
involved in it. 


Interviewer: In the 70’s when a lot of 


» your work was becoming popular, 


: there was a lot of controversy about 


Go: Personally, I think it’s a bic _ 
version translation (s/c). A ninja- - 
type atmosphere with some modern : 
technology. 


sex and violence. Now, looking back, 
did you have to make compromises in 


the content of your work; did that | 
' controversy affect your work when 


* you reexamine those comics. 


Interviewer: Are there any plans for a : 
European release? 


Go: In the 70’s you have to cut : 


- the nudity scene, now you can do 


Go: I would like to have the whole : 
world see it, but you will have to talk : 
to the distributor about this. 


Interviewer: Many British fans like the 
Guy series, is he involved in it? 


closeups. 


Go Nagai 


Transcribed by GALEN JANG 


This interview took place 
at the Red Lion Inn in 
San Jose during Anime 
America ‘94; where Go 
Nagai was a GOH. It was 
a round-robin format, in 
several anime mag- 
azines participated. 


Go: I wanted to do more myself. | 
wanted to talk to the key character 
designers and animators more so they 
can get more of the details right. 


Interviewer: Have you heard about the 
company that tried to trademark the 
word “manga” in the U.K.? 


Go: If they trademark ir, it'll 
bring a lot of problems. It’ll be a lot 
of hassle. Eventually the manga 
will be unusable in conventions 
because it’s trademarked. It’s cer- 
tainly not a good direction. 
(However, I notice that both here 
and Japan, the english word comic 
is replacing the word manga in 
some places. In Yaohan grocery 
outlets, both Kinokuniya book- 


: stores and Video Eye stores label 
» Interviewer: For a long time, Go-sensci : 
' was not involved with animation. © 
With Jushin Ryger, what made him : 
‘ decide to come back? 


their Anime and Manga section as 
“Comics.” The same labeling 
appears in anime catalogues in New 


* Type.—Author’s Note) 


> ys 


Interviewer: Is it true that Go-sensei is | 
working on a manga version of Dante's ° 
Inferno? Could he describe it and give : 


us some information on it? 


Go: Hard work. The drawings 
require a lot of detail in order to show 
the emotions right. It will be released 
in November in two volumes. 


Interviewer: A quick followup. Did you put : 


any recent historical figures in this piece 
or maybe some personal enemies? 


Go: (Laughing) No. 


Interviewer: Do you have any more TV 
production planned? 


Go: | am trying, but I am not sure 
how it’s going to turn out. 


Interviewer: Is there going to be a new 
Mazinga series? 


Go: The Cutey Honey OVA series 
went very well, so I might start doing 
a Mazinga OVA series or maybe even- 
tually a T’V series. 


Interviewer: What do you think about 
animation in Japan today and what do 
you think the future will be? 


Go: That’s a hard question to 
answer. In Japan, people want a lot of 
different things and what they want 
changes rapidly. Right now, there is a 


lot of shojo manga (girl’s 
manga), but the taste can 
change very suddenly. 
Right now, if you try 
something new, it proba- 
bly will not do better than 
Sailor Moon. However, all 
of a sudden, something 
else may become popular. 
I am not going to try to 
second guess. 


Interviewer: Given the great 
quantity and variety of 
Mr. Nagai’s works, which 
one does he think is best 
translated to animation? 


Go: Mazinga, Grandaizer, 
and the Cutey Honey OVA 
series. 


Interviewer: How did he feel 
about U.S. versions of 
Grandaizer and Mazinger 
Z? Did he ever get to see 
the U.S. versions? 


Go: The voice actors, like Koji, 
really fit the characters. 


Interviewer: As a artist, of the things you 
want to do, what are the things you 
really want to realize? 


Go: Continue the OVA series of 
Cutey Honey; eventually bring back 
Mazinger Z. 


Interviewer: Will you make more Go 
Nagai’s CB World (a two-part video 
featuring super-deformed Go Nagai 
characters)? 


Go: It’s hard to bring back the 
director of the SD series. You have to 
have a certain sense of humor. The 


. director, who is directing Space Coal 


Mine (Japanese name unknown— 
Author’s Note) now, will start on 
Devilman 3 after he’s finished. 


1 Oe oe 


Interviewer: What do you think about 
U.S. fans and how they differ from 


Japanese fans? 


Go: The feeling and emotions 
are the same, but the bodies are not 
the same. Everyone still feels the 
same way. 


Interviewer: Film censorship is putting 
more control on violent and sexually 
explicit videos, especially on anima- 
tion. For example, Yo/u Senzen (Could 
be several different videos—Demon 
Beast Battle Line or Demon Beast 
Campus, both are quite violent and 
sexually explicit—Author’s Note) is 
released in Britain as Adventure Duo. 
Authorities think that parents might 
believe the video is suitable for 
younger children because it has the 
word “Kid” in the title. 


Go: | don’t think so because kids 
can get information from several 
sources such as TV and friends. When 
I was a kid I used to look at adult 
magazines. Can’t completely ban it. 
It’s better to show it as anime which is 
graphic and get it straight. One of my 
early popular manga is Shamless 
School (Harenchi Gakuen) which is 
about students running the campus; 
doing all sorts of things. It was criti- 
cized by the authority and shown on 
TV as things that could turn the 
young readers into adult perverts. 
Since then, when I meet people who 
read it then—they are about thirty to 
forty years old now—I ask them if 
they have become perverts. So far, | 
haven’t met one yet. 


Interviewer: How do you feel when you 
see manga and animation that are 
more violent than anything than you 
ever did, but doesn’t raise hackles 
like your material? Also, how do you 
feel about the role of sex and violence 
in story-telling? 


Go: For the more explicit things, I 
enjoy them. For the second part of 
your question, things like sex and vio- 


lence, one can face their feelings : 
toward those things in animation, and : 
makes it more interesting and makes : 
the mind more healthy. (‘The catharsis : 


theory—Author’s Note) 


Interviewer: When you were at a fan 
party here, did you enjoy yourself? 


I got high. 


Interviewer: Who among the current gen- 


eration of manga artists do you find : 


refreshing and worthy of respect? 


Go: There are so many artists now, 
and I like so many of them, that it’s 
hard to comment. Personally, I like to 


read manga and watch anime. I like : 


them a lot. | can name ten or twenty 
artists I like. 


Interviewer: Reiji Matsumoto is well- 
known for putting himself in his ani- 
mation and manga. Comments? 


Go: Matsumoto is sort of a shy per- 
son, so he puts parts of himself into 
his characters to represent his own 
feelings and personality. 


Interviewer: If you can be one of your char- 
acters, which would you prefer to be? 


Go: While I’m drawing a character, 
I become the character. When I am 
doing Devilman, I become Devilman. 
It’s easy for me to be an evil schemer. 
I represent the emotions of the char- 
acters on paper. 


Interviewer: Monster creation is getting 
to be an industry and you have been 
doing it for a long time. Where do you 
get your inspirations? Do you get the 
ideas from mythology? 


Go: 
my ideas—but do I like Greek 
mythology. I mix together stuff from 
Japanese, Chinese and other mytholo- 
gies. I don’t really think about it hard. 
I just look down at the paper and the 
idea hits me. 


I don’t really know where I get . 


Interviewer: | read about your comment : 


that one of the scenes in Devi/man 2, 
when Siren reached the roof to grab 


Akira, is based on a childhood night- : 


mare, is that true? 


Go: The first nightmare I re- 
member, that’s during my pre-school 


- years, I was in a Japanese temple, I 


was looking at the ceiling, all of a sud- 
den this big hand—like the hand of 
an oni—descends; that’s when I woke 
up. I remember that dream really 
well, that’s why I use it in the scene. 


Interviewer: Given America’s flap about too 
much sex and violence on T’V and film, 
how do you perceive American media? 
Do you think there’s really too much? 


Go: | just look at the good parts and 
leave it at that. I personally like it. 


Interviewer: Is there an American story 
that you would like to interpret your 
own way? 


Go: When I was little, one of the 
first mangas I drew myself has Billy 
the Kid as a character. I like 
Westerns. Now that I am a profession- 


al, most of the producers and directors : 


don’t want me to do Westerns for 
some reason. I hope someday I will 
get a chance to do Westerns. When I 
was a kid, I liked American and 


British movies more than Japanese ° 


ones; I grew up with those. 


Personally, I don’t feel like a com- : 


: Go: 


pletely Japanese-style artist. If I was 
born over here, I might have more 
freedom to do what I want to do. 


Interviewer: Given the perceptions of your 
works, which of your personal interests 
would be surprising to people? 


Go: I have really been busy lately, 
but I like to travel. I like to take vaca- 
tions and relax. 


Interviewer: Because your art is so vio- 
lent, is there anything in your free 
time that will be surprising to people? 
Like sewing? 


Go: I used to keep birds and gold- 
fish as pets. 


Interviewer: In the Japanese news, there 


- are many reports about violence hap- 


pening in the U.S.; were you cautious 
about coming here? 


I have been here ten times 
already, so Iam not scared. This is the 
third time I’ve been to the Bay 


Area... 4 


so 1 for allowinge 


their question: 


av 


By Tony Del Grosso © Derek Quintanar 


ust off the New Jersey ‘Turnpike, surrounded by pas- 
toral woods and a meandering brook, sits the Hilton 
‘Towers Hotel of East Brunswick. Why is this hotel so 
important? For only the second time on the East Coast, 
an all-Japanese Animation convention is taking place 
there. Their main Japanese guests were Monkey Punch 
(artist of Lupin the IIT), Koichi Ohata, (director of 
Gennocyber), and MIO (anime theme-song star). Other 
guests included Pete Fernandez, Corinne Orr and Billie 
Lou Watt (of Speed Racer, Kimba and Marine Boy fame), 
along with the staff of the Tezuka Museum in Japan, 
Helen McCarthy of AnzmeUK magazine, and the 
Internet rec.arts.anime moderator, Steve Pearl. V-Max 
took the Nite-Flite into Newark in search of News... 


ANIMEast 


The dealer’s hall was well-manned (if 
not large) and the main companies 
were there: AnimEigo, AD Vision, 
Books Nippon, Streamline, Pioneer, 
Madhouse; Kimono My House, Laser 
Perceptions, and Planet Anime. What 
was missing were the sprinkling of 
single-table and half-table individu- 
als—selling items from their over- 
stuffed collections—that you see at 
West Coast cons. 


There were a number of panels that 
any anime enthusiast would enjoy: 
Robotech Retrospective, Women in 
Animation, Running a Newsletter, 
The Current State of Anime 
Magazines, Shojo Manga & 
Animation, and others. Koichi Ohata 
helped stage a workshop for mecha 
designers, while the Speed 
Racer|Kimba crew talked about the ins 
and outs of a career in voice acting, 
and actually helped con-goers try 
their hand at being a voice for anime 
characters. 


At the anime magazine panel, Ms. 
McCarthy announced that Anime U.K. 
will now be going monthly, and its 
last bi-monthly issue will be 56 
pages. Avime-zine hopes to put out 
another issue soon. lanus 
Publications (home of Protocu/ture 
Addicts) will be republishing, in 


: English, a extensive animation ency- 


clopedia (from the 60s to the 80s) 
which was formally published in 


‘ Italian. They hope to have this out 


by July in time for Anime America. 
Viz intends to start a new Manga 
magazine with multiple stories in 
March. 


Saturday was a whirlwind of events. 
The highlight of the night was the 
masquerade. There were only 12 con- 
testants and all who entered went 
away winners. Among them were a 


Tetsuo, a Leader 
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1 an all-English version of “Time - 


Desslock (competing against Zordar | 


of the Comet Empire), and Dr. 
VonFogler. 


While the judges made their decisions 
as to who received what, MIO gave a 


thirty-minute concert. She started - 


with “Time for L-Gaim” (the Heavy 
Metal L-Gaim opening), moved on to 


opening, along with the Gundam 
ing. As her last piece, she sang 


\, for L-Gaim”—for which she 
1 received a standing ovation. 


Then to close the evening, 


the debut of its new English 
re-dub of Wings of 
Honneamise. \t’s been a 
year since most of us had 


prise, the film is actually 
enjoyable. This is defi- 
nitely a dub to check 
out. There were only 
two problems with this 
dub. When the actors 
needed intensity, they 
lacked the vocal ener- 


when it came time 


the other nation to 


slightly annoying, but they would 


0083 closing and then the open- : 


Manga Entertainment had : 


seen Wings, and to our sur- ; 


gy to pull ic off, and - 
for characters from : 


be talking, there : 
were Japanese subtitles. This was : 


have to go into the film somehow 
and actually erase that. After the 
screening, Manga Entertainment 
asked the fans what they liked and 
disliked about the film. This discus- 
sion extended into the next day for 
most fans. For those of you interest- 
ed in other releases from this new- 


> comer to the American anime scene, 
Dunbine, the Xabungle Graffiti : 


they will be doing dubs for both 
Patlabor movies and the Macross Plus 
OAVs. 


On the final day, after a charity auc- 
tion, AnimEast inaugurated the first 
official Tezuka Anime Awards, as 
chosen by fans and professionals 
alike. Con co-chairman, Martin King, 
gave a speech as to what the spirit of 
these awards would represent and 
how, even after his death, Tezuka- 
sensei continued to _ inspire 
Americans and Japanese alike. The 
Awards have the full support of the 
Tezuka Museum and Estate, a first 
for American fandom. Awards went to 
the following people, publications, 
and organizations: 

Best Fanzine: Anime Hasshin’s Tie Rose 
Best Fan Artist: Robert DeJesus 


> Best Fan-Produced Music Video: 


“What’s Anime” (Ho/ding Out For A 
Hero/Bonnie Tyler) by Phil Lipari 
Best Anime Project: Video Girl Ai 
translations 

Most Dedicated Fan: Stephen 
Pearl, rec.arts.anime moderator 

Best Japanese Anime Magazine: 
NewType, Kodakawa Publishing 


auk 


Vinci 


Top left Monkey Punch onswers 
Questions 

Top Right Mio signs autographs 
Middle The costume contestants |7 
gather for the awards ; 


Bottom Martin King talks about |) ae 


the Tezuka Awords 


Other page 

Left Helen McCorthy occepts her 
Tezuko Awords 

Right Mio sings 


Best English-language Magazine: 
AnimeU.K., AnimeUK 

Best Japanese Manga: Maison 
Tkkoku 

Best Manga Translation: Nausicaa, by 
Viz 

Best Japanese Soundtrack: 
Bubblegum Crisis 

Best Japanese Anime Release: 
Record of the Lodoss War 

Best Tranlated Anime Release: 
Oh! My Goddess 

As a closing to the awards ceremony, 
MIO sang the Tetsuwan Atom opening 
a capella to another standing ovation. 


For those of you who are thinking 
about attending next year’s event, it 
will be held in October; site to be 
announced. As a special giveaway, 
Helen McCarthy purchased the first 
two memberships for next year’s con 
as prizes for readers of Anime U.K. 


While it was their first convention, it 
still had its share of problems. One of 
them being the lack of an actual printed 
programming schedule. There was one 
on a bulletin board which you had to go 
back to because it was constantly being 
updated, and you never knew if the 
panel was canceled or moved to another 


programming room. Because of the low 
overall attendance, about a third of the 
panel presentations were empty, but 


that should improve with future cons. 
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A SNEAK PREVIEW OF RTG’s NEW EDITION OF THEIR 
HiT ANIME MECHA ROLEPLAYING GAME! 


t often comes as some- 
what of a surprise to 
many fans of RTG’s 
work that Cyberpunk® 
wasn’t our first game. 
But in fact, the first 
game published by RTG (way back 
in 1984) actually was a wargame 
called Mekton. This now famous 
(infamous?) “White Box Mekton”, 


was the originator of an avalanche of : 


RPGs throughout the 80’s that all 
started out with a very simple idea 
— Hey; those giant robots always ham- 
mering each other in Japanese cartoons 
would make a GREAT game... 

Over the last ten years since its 
humble beginning, Jeon has gone 
through many editions and evolu- 
tions, growing from a smash-’em-up 
boardgame, through a tactical minia- 
tures simulation, and finally into a 
roleplaying game. But in its new 
form, Mekton Zs (or Zeta) goal is noth- 


ing less than to become the definitive - 
: and information to run a rea//y 
> anime-style game. 
MEKTON Z IS BORN | 
When the original Mekton was ° 
released, there was NO professional : 
subbed or dubbed anime, so a lot of | 
the “color” of the game came as a bit - 
of a shock to the uninitiated. 
Nevertheless, the game was well ° 


anime-mecha roleplaying game. 


received, becoming a steady main- 
stay of gaming circles and receiving 
quite a lot of favorable critical notice. 
But with the release of Mekton 
Techbook, (featuring a technical build- 
ing system to beat all building sys- 
tems—what other game allows you 
to custom design every element of 
your equipment?), the Alekson sys- 
tem truly came into its own. 

With the success of new 
releases such as MTS and 
Operation Rimfire, the idea of 
updating the core Mekton system 
soon became a hot topic around 
the RTG bullpen. A new update 
could take advantage of the fact 
that anime (a scarce commodity 
when Mekton was first designed) 
was now common, and on the 
shelves of any local video store. 
In addition, Meson “Z” could not 
only update all of the system 
information available, but also 
include comprehensive articles 


BUT ENOUGH 
HISTOR Y— WHAT’S 
GOING TO BE IN IT? 


The system of Mekfon Z is 


Interlock™, the basic system used | 
in Cyberpunk 2020, with modifica- ° 


tions that could only make sense 
in an anime-style game. The basic 
system uses a d10 rolls to deter- 
mine the success or failure of any 
action, from seducing the princess 
of Alpha IV, to blasting a bad-guy 
with a 300mm gun. A fast and 
fluid system, this version of 
Interlock™ not only allows players 
to get the maximum of amount 
anime “realism” with a minimum 
of number crunching, but will also 
permit Cyberpunk players to 
mesh mechanized mayhem with 
the dark future and vice verca. 
One big change is how much 
Character generation in A/ekton Z 
is more heavily influenced by 
anime. Unlike the current edition, 
in Zeta, there are two “types” of 
characters: Professionals and 
Templates. Professionals are people 
who are older and more skilled 
than your typical young anime 
hero (think Roy Fokker in A/across 
or Char Aznable in Zeta Gundam). 
They start off older and with high- 
er skills, but they do not advance 
with experience as quickly as 


’ Template type characters. 
: Template characters, on the other 


hand, are typical “anime punk 
heroes.” They have raw talent, but 
will start with lower skills than 
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Professionals. Over the course of 
an adventure they will gain experi- 
ence at a much greater rate. (As an 
example: When Pilot Roy Fokker 
died, he wasn’t that much better a 
pilot then when Macross had start- 
ed. However, at the time of Roy’s 
death Hikaru’s piloting skills had 
already grown by leaps and 
bounds.) 

Mecha creation is a little too com- 
plicated to go into here (if we could 
print it in these two pages, why 
do a game?), but it’s a fairly 
straightforward system. You 
purchase — the 
“frame” of your 
mecha (limbs, body, armor, 
etc.) then proceed to fill the 
frame with flight systems, weapons, 
sensors, et al. 


FREQUENTLY ¥ 
ASKED QUES- 
TIONS ABOUT 
MEKTON Z 


We've received lots 
of questions 
about the new 
edition of Mek- 
fon, sO we've 
assembled some of them into this 
FAQ, in hopes that some of the ques- 
tions already asked and answered will 
give you a useful insight into the sys- 
tem and content of Mekton Z. 


Will Mekton Z be compatible with 
Cyberpunk 20202 

Yes. The new edition of the game 
will make the two systems nearly 
interchangeable. There will still 
be differences however, as simulat- 


ing animation as opposed to simulat- 


ing hard reality calls for some basic © 


modifications to the rules. 


Is there going to be more “personal” 
equipment available to the characters? 


Yes, there is an expanded weapons and 
equipment section in the basic game, 
as well as an all new sys- 
tem for constructing 


“human” scale equipment and 
weapons in the new Mekton 
‘Techbook (AKA, Mekton Z-Plus). 


Is mecha combat more, or less, compli- 
cated? 


We’ve taken great pains to see that 
mecha combat takes less time, and 
runs a lot smoother. But if you 
want even more simplicity we’ve 
developed a “mass-combat” sys- 


tem that will be included in 
Mekton Z-Plus. 


“ 


I’ve heard rumors that a “famous” 
Japanese artist is going to do the cover 
of Mekton Z, is that true? 


Yes! Mr. Yuji Kaida (model box artist 
for Bandai’s 0080 and 0083 lines) will 
be featured as the cover 
artist on Mekton Z, as 
well as several other 
covers scheduled in the 
future. 


Are there any 
plans to produce 
a “licensed” source- 
book for Mekton, like 


Gundam, or Orguss? 


Heh, Heh. All we can 
say is — wait and see. 


WHAT'S IN 
THE FUTURE 
FOR MEKTON 
Z (AND V-MAX?) 


We’ll be bringing you more 
anime game infor- 
mation in future 
issues of this mag- 
azine. Next up, a 
TFOS adaptation of 
the popular manga 
IOVA Compiler— 
(plus all her 
friends), as well as 
the scoop on anime 
gaming, comedy 
style! And expect 
more mecha statis- 
tics for your favorite 
anime mecha! 

But now it’s time to turn the 
page and check out the first of our 
new adaptations of anime designs to 
Mekton— featuring the mecha of 
Giant Robo and the tragic heroes of 
Tekkaman Blade! 
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GIANT ROBO 


ROLEPLAYING IN THE 
WORLD OF GIANT ROBO | 


It’s a challenging prospect, but it 
would be Fun with a capital F. 
Comic-book style action prevails ° 
in this “four-color” story, with 
good and evil clearly defined. The 
Experts of Justice can only be 
described as superheroes, which 
will require a little creative 
engineering on the gamemas- 
ter’s part. The psionics system 
from Mekton Empire would 
be very useful for simulating 
the supernatural capabili- 

ties of Gisou, Dr. Go, 
Impact and the oth- 

ers. 


O) 
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go, they’re BIG. 10x- 
Scale mecha are the 
order of the day when Big 
Fire is on the loose. The 
Train Robot and Uranus are 
easily monstrous enough, 
and the Black Sphere 
Fogler steps well within 
the x100-Scale range. 
Extra-vagant special 
effects abound 
among Big Fire’s 
mecha. ¢ O 
Giant Robo 
itself was origi- 
nally made A 
for Big Fire Bi 
by Kusama 
Daisaku’s 
father. Technically, it 
can “transform” into a more com- | 
pact shape, but this effect is mere- - 
ly a semi-retraction of the limbs for — 


1) O Se 
As far as the mecha s) Sip } 
QP 


* ease of storage and transport; there : 
are no appreciable game benefits : 
from this system, and thus it is | 


counted as nothing more than a 
< = ~ 

“special effect.” GR does not 
have a pilot—its Internal 


Automation system operates 
the mechanized body. 


The Thought 
Control system operates in con- 


junction with the JA system, : 
reflecting the fact that GR seems - 


to have a mind of its own some- 


times. Giant Robo usually acts in 
response to Daisaku’s verbal orders 
(as conveyed through his wrist 
radio). However, GR sometimes 
acts independantly, such as when 
Daisaku is in danger. 

“Sz Under such situations, 
Robo’s onboard safe- 
2) ty system kicks in, 
power 
output  50-fold 
(that’s the V-Max 
system, which runs at 
_ +50% for 6 turns rather 
than +100% for 3 
turns). Robo can then 


boosting 


i take matters into its 
JY own hands and will 
do everything within 
its power to protect 
Daisaku, sometimes going 
so overboard as to overheat its 
systems (that’s the -50% 
‘effect that follows using the 
V-Max). 
When playing Giant Robo, 
remember that it weigh 
1,500 tons—there are no 
fancy-pants ceramics 
reducing weight on 
a) this monster! Unless 
Q) it’s walking on solid 
ground, stone, or 
other ultra-stable 
materials, the 
) ground is gonna 
give. Also impor- 
tant is the fact that Robo uses 
nuclear power (note the Hot 
Powerplant); should its reactor be 
damaged, the collatoral devastation 
would be horrifying. But hey, at 


' least it’s nota Shizuma drive... 
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Giant Robo is copyright Hikari Productions/ Amuse 
Video/ Plex/ Atlantis 


MECHA STATS 


Covricunarion [MV [MR Lano MA Facer MA 
Giant Robot (Height=30m)| -6 | 3 | 4hexes | 15 hexes | 
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MANEUVER POOL COST MULTIPLIERS 


-— cP x? 


MECHA COMBAT SKILLS PowerPLant|XS: 5 xO.3 
AWARENESS | Weight Inefficiency -x0.2 
MeEcHA PILOTING 
MEcHA FIGHTING 
MecHA GUNNERY 
MecuaA MissiLes 


NOTE: Mekton Il APT = 5 


— 


SERVOS & ARMO 


sP_ | Kis | 
20 
Torso SH SH-b 


MECHA PROFILE 


AME GIANT ROBO | Weient | Cost | 
1500 | 59,429 


20 
Right Arm AH_| 10/6.7 20 
Left Arm AH__| 10/6.7 


20 


Right Leg_| SH | 179 Ey See 
Left Leg SH _| 11/9 fo a Tithe 


Fed 2H | 2010 | [Cocker | #Crew | Orrions | Space | 
None | None [None [0 _| 

PSusassemaues | Loc | Space [CP | 
| Linkage (Torso Missiles) | T | O | 2 [0 | 
Linkage (Arm Missiles) [Arms] O | 3 | O| 
[Linkage (Pod Missiles) | Pod | O | 2 | 0} 


| Linkage (Forward Cannons)| T | O | 2 [O| 
aeNeana Mn 


| Maih.| os 7s eae 


2 ARMAMENT 

Wearon “WA Rance Damace Suors Kis Loc Cost Smace Noes 

Right Hand 2 : 1OK+40K | = | 10 =| RA | O07 | O07 | Handy (NOT Quick). | 

Left Hand +2" | _- HOR AOKS a 10 
2x Missile Launchers |_ +1" 30__| 20K 8&8 | 8/8 Linked to each other. 

; 8&8 | 8/8 0610.6| 06 

8&8 8/8 | Pod Linked to each other. 


2x Missile Launchers 30 20K 

2x Missile Launchers 30 20K 
10 100 | tT | O06 | Linked, Machine BV=3. 
5 (1) Armor-Piercing, Tracer. 


Forward Auto Cannons = 4-0" 20 [1Ok-AP x2 
Armor-Piercing Tracer Ammo | (+1) . - I 

R&L Side Auto Cannons | -i/-O Z 1OK-AP each 10 10/0 Machine BV=3, NOT Linked. 
Armor-Piercing Tracer Ammo [ (+1 5 } Armor-Piercing, Tracer. 
"NOTE: +1WA from Thought _ 
Control already included. 


) - = 
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ROLEPLAYING : they could take some hints from : scale would be incidental any- 
IN THE ; the Tekkaman Blade manga. way—the Blue Earth starship and 
WORLD OF ‘This comic tells the same story as the Green Land rover would both 
TEKKAMAN the TV series, but the events and be 1:1 Scale, while the Orbital 
BLADE mecha are all changed rather Ring is so huge that it would go 
drastically. beyond even x100 Scale, into the 

Tekkaman Blade is As for Excessive Scale category (essen- 
one of the most dra- the gener- ually, it’s a plot device). While the 
matic, intense, al charac- ‘Tekkamen are essentially 1/10th 
angst-riddled anime ter of (Human) Scale 


TV series to come suits of armor, 
along in years. It is 

very well-suited to 

the dramatic, “soap- 

opera” style which 
Mekton Z emphasizes, 

and would therefore ) 
make an excellent cam- 
paign for daring players WAS 
and referees. Tekkaman Za 
Blade, as a series, is also very 
tightly focused—when play- \/ 
ing in the Tekkaman Blade 
world, the Space Knights are 
pretty much the only game in 
town (so to speak). A 
camapign which occurs outside 
the sphere of the Space Knights 
would be feasible only if conti- 
nuity were semi-ignored; in such ( 1/Sth-Scale mecha—Beast 
a case, other units in the Earth’s Form would best reflect their 


forces could be equipped with horrifying shapes—with the 
Sol-Tekkaman armor. Such units Techno-Organic system 
would be on a relatively even applied to simulate their 
footing with the BEMs (Bug- ’" “living entity” nature. 
A 
Vs 


the only way to 
reflect their 
superheroic 
power levels is to 
build them at 1/5th 
Scale and then use 
Weight Efficiency to 
render cheir actual 
weight almost nil. One of 
the advantages to this 


approach is that all the 

ay Tekkamen will have an MV 
“ of -0; this will ensure that 
the combat performance 

(skillwise) of each Tekkaman 
relies entirely upon the person 
in the armor. The Radam 
BEMs would also be built as 


Eyed Monsters) crawling all Remember that none of 
over—but putting them up the Tekkamen would 


against the Radam ‘Tekkamen N have a Hot Powerplant, 
could be gruesome. \ since these mecha seem 

If players want to play a “par- the mecha in the TV series, to take immense 
allel continuity” game, in which _ they are, almost universally, amounts of damage 
the characters and/or events are 1/5th-Scale in design. The only without ever exploding; they 


changed from the original story, mecha which would not be of this just die. 
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| ee 
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ARMAMENT 
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TEKKAMAN BLADE II 


ROLEPLAYING IN THE 
WORLD OF TEKKAMAN 
BLADE, PART II: BLADE 
AND PEGAS 


YTekaman Blade, as a mecha 
design, breaks so many rules of 
physics that tremendous use of 
BALuIStIG NM =ITICense: 1S 
required to strike a bal- 
ance between faithfully 
re-creating the ‘TV series 
and maintaining playa- 
bility. But that’s OK — 
Mekton Z’s Technical 
System (as seen in the now 
out-of-print Mekton Techbook 

and to be re-issued in the 
forthcoming Mekton Z 
Plus) was designed to 
create or re-create any- 
thing from anime, and 
it can. 

‘ekkaman Blade, 
like all Radam cre- 
ations, is a Techno- 
Organic mecha design. It is 
capable of performing in any 
environment, but re-entry 
causes so much heat as to near- 
ly ruin the armor and severely 
traumatize the humn within 
(thus this mecha has no 
re-entry protection). 
Becuase the armor is 
so light, the Thrusters 
are exceptionally cheap—but 
Tekkaman Blade can’t really fly 


y 


(MA 7 is still only big jumps) - 
unless the V-Max is activated. © 
This system is linked to the : 
“Crash Intrude” damage field 
' ate mecha design employing a © 


which envelops the armor, allow- 


AP 


' ing it to fly, become a mobile field 


of energy, and ram into the enemy, 
cutting a swath through Radam 
forces. The Voltekka, Tekkaman 
Blade’s most powerful weapon, is 
a 1:1 Scale weapon, 
reflecting y 


its ability to vaporize Z 
entire squadrons of Radam 
BEMs in a single blast. Otherwise, 
‘Tekkaman Blade is a relatively 
straightforward design. As far as 
the latter Blaster Tekkaman 
Blade, it would have to be a seper- 


“Stupid Mekton ‘Trick” (ie, a plot 
contrivance) to burst forth from D- 
Boy’s regular Tekkaman armor. 
Needless to say, the Blaster armor 
would be much more powerful 
than Blade — per- 
haps even a 1:1 
Scale design! 
Pegas is a 
more conven- 
tional = 1/5th- 
Scale design 
than its master, 
Tekkaman Blade. 
Pega’ most not- 
able features are 
its Internal 
Automation 
system (which 
simulates its 
robotic person- 
ality), its trans- 
formation ability, 
and its Hyper 
Voltekka system. 
The last two systems, the 
transformation and the 
Hyper Voltekka, work in 
concert — when Tek- 
kaman Blade rides the 
transformed Pegas, 
they may Combine 
Tekkaman Blade’s 
Voltekka 
and Pegas’ Hyper 
Voltekka system 
(which does nothing 
without Tekkaman 
Blade’s weapon) to increase the 
Voltekka’s power to a potentially 
infinite degree. The “Infinite” 
Burst Value of the Hyper Voltekka 
sees to this. 


weapon 
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Tekkaman’s Voltekka & 
Pegas’ Laser Launchers. 


sic by Kenji Kav 
Star Child / King Record Co. 
Catalogue #KICA 10 
¥2,500 
Kk 


No whacky comedy tracks on this 
album. Filled with dark, aching 
melodies, this soundtrack album from 
the Devi/man OVA series is more 
melancholy than menacing. The album 
is split into two parts, one for cach 
OVA. The music for the first install- 
ment “The Birth of Devilman” is the 
more melodic of the CD’s two halves. 
While not entirely groundbreaking, 
there is a unique beauty to the slower 
tracks on this part of the album. Since 
one of the themes of Dewi/man is a loss 
of innocence, you can imagine the trag- 
ic undertones to these pieces which use 
synthesized woodwinds to great effect. 
The action tracks are nothing spectacu- 


Tokyo Babylon Image Soundtrack 
Music by Various Artists 


Sony Rercords 
Catalogue SRCL 2831 
*x* 


This two-disk set is split between a pop 
music sampler selected by the staff of 
1 CLAMP (creators of the Tokyo Babylon 
manga series), and a drama disk with 
top voice talent performing the roles of 
the manga. The CLAMP group has 
built a reputation on innovation and 
creativity and the music from this set is 
a cutting-edge selection of Japanese 
pop. The squeaky-clean idol-singing is 
kept to a minimum, and the album is 
filled with sexy divas, techno/hip-hop 
and Japanese soul. Despite the popu- 
larity of these styles in the U.S., the 


music on this album is more akin to a ° 
European interpretation of today’s cur- - 
rent trends in pop. The album features ° 
typical, glossy Japanese production and ° 
slick performances by all the acts. It is - 


\ae 
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lar, but are catchy in a repetitive 
and hypnotic way. It is their con- 
stant resurfacing in other tracks that 
begins to annoy the listener, but 
after hearing them its extremely 
hard to forget them. 

The second part of the album 
(which deals with the second 
OVA, “Selene”) is more adventur- 
ous. This part of the album 
includes several surreal tracks that 
play with more horrific musical 
arrangements featuring staccato 
violins, heartbeat percussion and 
distorted guitar riffs. There are still 
some beautiful romantic melodies, 
but this second installment is definite- 
ly more imaginative. The second half 
also demonstrates a better mix of the 
action tracks and the softer musical 
moments. Overall, it is the dreamlike 
quality to the music that makes 
Devilman much better than a standard 
horror film soundtrack. Despite its 


only in the combination of styles and 
technical wizardry that makes most of 
the tracks stand out. 


The big winners on this collec- 
tion are “2-B-In-Love” by Subsonic 
Factor and “Sayonara, So Long” by 
D-Project. “2-B-In Love” is a frantic 
techno number that features a credi- 
ble rap performance at the end of the 
song. Since the album features no 
information about the artists, I can 
only assume the rapper was an 


downbeat compositions there is a lot 


of care and craftsmanship to its dark, 
delicate score and that makes it stand 
out from so many other anime sound- 
track albums. For those of you looking 
for a change of pace—Devi/man is it. 


—Chris Keller 


American by his lack of accent, or a 
very good Japanese performer with 
an ear for rap’s little nuances. 

by D- 


Project, is a male-idol pop number 


“Sayonara, So Long” 


that is well-written, and performed 
with just a tint of soul and R&B. 
Despite what is a very listen-able and 
interesting pop collection, unless you 
speak Japanese or are a truly hardcore 
CLAMP/ Tokyo Baby/on aficionado, 
the cost of this album is too high. 


—Chris Keller 
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YU YU HAKUSHO 
SYSTEM: SuperFamicom 
Maker: NAMCO LTD. 


PRICE: ¥9800 
Rating: kx** 1/2 


The video game market has been 
flooded with fighting games that 
just don’t deliver. Yu Yu Hakusho— 
the video game, however, takes a 
new approach in the fighting 
genre. The Yu Yu Hakusho Project 
has taken the most interesting 
characters in the show and has put 
together a very unique fighting 
simulation game. Each of the 18 
characters possess a plethora of 
special attacks and magic powers 
that are beautifully animated for a 
video game. At the beginning you 


will only be able to control five: 


characters, but the longer you 
progress in the story mode, the 
more characters you will be able to 
control. This is accomplished 
through a very simple, yet clever 
password feature. 


The story mode is nothing short of 
stunning. The animation clips 
between each battle are of high quality 
and follow the TV show’s plot to the 
T. In addition, YYH has arguably the 
best ending ever produced for a cart. 

Besides the great graphics, per- 
haps YYH’s most endearing quality 
is its simplicity. Many game players 
are turned off to fighting games 
because they are unable to execute 
any of the special moves. This prob- 
lem does not arise, because moves 
are executed merely by pressing one 
direction on the control pad in com- 
bination with one of the four but- 
tons. To put it simply, it’s the think- 
ing man’s fighting game. Logical 
attacks and counter-attacks must be 
utilized by the proper character at 
the right time. (Luck is also a major 
factor in gaining victory.) 

It is hard to find many flaws in 
this superb cart. Voice samples are a 
little garbled when characters 
announce their special attacks, but 
this is being nit-picky considering all 
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the pluses that the game possesses. | 
recommend this game even if you 
haven’t watched a single episode of 
the TV show. If you have watched 
the series, you'll be amazed at how 
accurate this game is, and how close 
it comes to perfection. Coming this 
summer is Yu Yu Hakusho 2, a stan- 
dard side-view fighting game, which 5 
will have a difficult time surpassing 
its predecessor. 


Game Hints 
Here are a few codes to help you out: 
BABYBABY—allows player to use all 
18 characters during vs. mode. 

YABAYABA, then hold L & R on 
Controller 2—activates a battle mode 
when the | player vs. computer 
option is chosen. 


—Reginald SantoTomas 
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Dirty Pair Flash 
Vol 1: Runaway Angels (30 mins) 
EMOTION 
BES-999 
¥ 4,800 
Vol 2: Darkside Angels (30 mins) 

YTION 
BES-999 
¥ 4,800 
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Of the numerous remakes to wash 
upon our shores from the Land of 
Evolved Animation, Dirty Pair Flash 
is a surprising one in that Dirty Pair 
really isn’t that old. The creator of 


the original novels (Haruka 


Takachiho) says he likes the Flash 
videos better than any Dirty Pair that 
has come before, but the new charac- 


ters are unrecognizable from any of 
their previous incarnations. Does that 
mean it’s good? Bad? Well... 

Dirty Pair fans will probably be 
shaken by the 6-part Flash OVA 
series. Kei and Yuri look different, 
act differently and sound different. 
They're less capable, more violent 
and more teasingly sexual (if possi- 
ble) than ever before. To be frank, 
this isn’t the Dirty Pair we know 
(and love?). However, a quality fan- 
sub version of the video revealed 
some serious potential. 

Dirty Pair Flash is re-introduc- 
tion: 17-year old Yuri is now a tiny, 
blue-haired squeaker (complete with 
futuristic sailor-suit getup). Her char- 
acter whines and squeaks, runs like a 
4-year old and can kill tanks with her 
new-fangled light saber. Kei (also 17) 


is a bad-attitude punkette with a red- 
and-yellow explosion for a hairdo and 
she’s tough enough to throw old mis- 
siles at gunships—and bring them 
down! Their 3WA boss (not Gooly 
but a moaner named Garner) tells the 
flippant Main Computer that “the 
3WA would never have accepted 
operatives like them 20 years ago.” 
Kei and Yuri are unskilled combat 
freaks. Gunfire and explosions 
abound, some rather weak physical- 
ly-oriented comedy ensues, and the 
Dirty Pair now go through a Curey 
Honey-style costume change that will 
Pop your eyes out. 


Volume 1 (Runaway Angels) is simply 
a running car chase with lots of “you 
go this way, I'll go that way” crazi- 
ness and the inevitable Dirty Pair 


Effect destroying the neighborhood 
in the end of the video. There are 
vague hints at an uber-plot by the 
GCN not Genom”) 
Corporation, while references to the 


(“we’re 


3WA’s previous Lovely Angels team - 


are made. Truthfully, viewers could 
easily skip this volume of the series 
and miss nothing. 

Volume 2 (Darkside Angels) is the 
video in which things become inter- 


esting: we meet Iris, one of the origi- ; 


nal Lovely Angels (now a freelance 
sniper/assassin called Lady Flaya). 
Apparently the previous Lovely 


Angels (Mary and Iris) were the best ° 
Trouble Consultants in the 3WA, but : 


when Mary died in a riot 15 years 


ago, Iris blamed herself and went : 
rogue. Kei (who has absolutely no 


talent except shooting things) devel- 


ops a vendetta with this mysterious 
woman; a vendetta which eventually 


leads to an airborne showdown. It’s a : 


draw, but as collateral damage, the 
Dirty Pair put a violent end to the 
local Planetary Revolution subplot. 
As an early story—practically a 
prequel—Dirty Pair Flash sets Yuri 


and Kei up as hating each other’s guts. - 


However, some serious exploration of 
the Lovely Angels’ relationship is 
scheduled; something that’s been 
needed for a long time. The overall 


- plot (GCN’s bid to dominate the 


galactic Information Superhighway) 
smells pretty average, but the 


Iris/Lady Flaya character ranks high; 
she’s fantastic from looks to concept. ; 
Meanwhile, the Lovely Angels are so : 


green that they haven’t even earned 


their dreaded nickname yet. Exactly © 
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how they become “the Dirty Pair” 
should be an entertaining discovery. 

In short, give Dirty Pair Flash a 
chance. It messes with continuity, 
but it’s doing it in a fun way. Don’t 
worry about Volume 1; Volume 2 
should please all but the most purist 
of Dirty Pair-verts. 


—Benjamin L, Wright 
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elcome to another install- 

ment of the Mad Modeler. 

In this issue, I’m going to 
try and cross over that impenetrable 
barrier that somehow separates ani- 
mation and live action, and take a 
look at Mechagodzilla. For those of 
you who don’t know his legacy, in: 
the winter of °93, Toho did their 4th 
installment of the new Godzi//a, in 
which he faced-off against his 
mechanical counterpart. So with no- 
further delay, it’s Mechagodzilla vs. 
Super Mechagodzilla! 


With all the companies producing so 
many different garage kits, it is likely 
the same character will be produced 
by two or more companies, and this 
could be a problem for you, the 
buyer. If you have the money, you 
could probably buy all the kits, but 
you're more like- 
ly to have to 
choose which kit 
you want. 


The first kit is 
Kaiyodo’s 
Mechagodzilla 
“1993” This is a 
soft-vinyl  30- 
piece kit sculpt- 
ed by Taku 
[Robo-shi] Satou. 


One of the nice 
things about this 
kit is that the 
instructions are in 
English as well as 
Japanese. (If you 
have any problem 
trying to assem- 
ble this kit, just 
refer to issue #9 


of V-Max on 
assembling a 
vinyl kit.) 


Remember, since 


this is not a pre-painted kit, you will 
have to wash it completely. ‘To do 
this, get some dish soap and an old 
toothbrush. The vinyl used is slightly 
weak or thin, so it’s not as dense and 
it easily bends. There are were a few 
small holes in the fin section, but that 


can easily be fixed with a tiny drop of » If you were worried about painting : 
zap-a-gap and a slight sanding. Do - 
this even before you begin to cut the | 
excess flash off the kit. 


careful not to put them in upside 


down, because there is no real way of ~ 
telling which way is up. Once the kit _ 
has been built, all you will have to do : 
is prime and paint it. If you’re not to : 
sure on how to paint the kit, look at : 


issue =8 for tips. 


If you wanted to get a kit that really : 
looks like the new Mechagodzilla, this - 
is not the one to buy. What this kit : 
does offer is a great, dynamic, open- — 


leg stance which the Mechagodzilla 
really can’t do. Now, let us turn our 
attention to the other kit... 


The other kit is from Max Factory : 
and is soft vinyl; it has 67 pieces. : 
The reason is because it also con- : 
tains the Garuda, the flying jet that : 
sets into the back of Mechgodzilla . 
to form Super Mechagodzilla. So in - 
a sense, you are actually getting two - 
kits for the price of one. This is the : 
kit you should get if you want a | 
Mechagodzilla that looks like the - 


one from the current movie. 


There is meticulous detail in the : 
head and feet (with all the grids and : 
vents). You get two different back : 
spine sets so you can change them - 
and attach the Garuda to get Super : 


Mechagodzilla. 


: The bottom line is: you 
: can’t buy it all, so you'll 
‘ have to make some choic- 
es. Do you go for dynamics 
» or realism? You have to 

The hardest part of this kit is the - 
gluing of the back dorsal fins—be : 


this kit, don’t be, because it’s pre- : 


_ painted (just like the Guyver model : 
’ kits from this company). The only » 
» real painting you will have to do is on . 
» the Garuda, but don’t worry, there’s - 


not much to paint and you get a color | 


. scheme for it. Just prime and paint. 


Once it’s done, put on the decals and : 


» you're finished. 


apply your own set of stan- 
dards on what you think is 
a good kit. 


See you next issue! 


—Tony Del Grosso 


rum Crisis The Bubble has 

of 4 Burst. 
Dark Horse Comics (Color) 

50 US interest generated 

* by the English- 
subtitled Bud- 
blegum Grisis series, Dark Horse comics has released a 4- 
part Bubblegum Crisis comic series for 1994. Although 
based on the original Japanese art and storyline, the comic 
is produced by an American creative team, primarily story 
writer and artist Adam Warren, best known for the Dirty 
Pair comics. The first volume is an intro to the series. It is 
set in 2031, one year before the first video and around the 
time of the Knight Sabers’ public coming out. 


As far as the art goes, news is good. Warren has faith- 
fully reproduced Kenichi Sonoda’s character designs and 
the original background art with touches of American 
comics style subtly woven in. The news on the storyline 
is mixed. 

The original BGC storyline was a potent blend of 
samurai melodrama, science fiction/cyberpunk themes, 
action-adventure, rock and roll, and bishojo (cute girl) 
pop culture fetish. The comics storyline tends to empha- 
size the sci-fi and the guns-n-guts. The first casualty is 


“You Ain't Nothin’ 
But a Hellhound!” 
rk Horse Comics (B&W) What is with A- 

$2.50 US merican comics 
* distributors? Do 
they really think 
American manga fans have “Terminator Tendonitis” on 
the brain? Why can’t they import softer, sentimental 
titles like Orange Road or amusing mind candy like Yaiba 
instead of constantly bombarding us with technovio- 
lence? Anyway, getting that out of my system, let me 
turn to the latest entry in the sub-megaton sweeps. 
Hellhounds/Panzer Cops is a six-part series from 
Dark Horse. The original manga is by Mamoru Oshii 
and produced by Nihon Shuppansha. Among the 
other artists involved is mecha designer Yuutaka 
Izubuchi, who was also mecha designer for Patlabor 
and Gundam F91. 


Hellhounds/Panzer Cops 
=1 of 6 
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The manga tells the story of a futuristic special section 
of the Tokyo Police Force called the Panzer Cops and its 


battles against urban unrest. Its primary enemy is an urban : 
terrorist group called The Sect. Volume 1 tells the story of 


new recruit Toru Inuii. 


In response to 


the sentimental sheen that hung over the characters (and 
their relationships) in the videos. The psychological edgi- 
ness that defines them now is delivered with the pre- 


science of a brick wall. 


The hard intensity of the comic may suit current 
American storylines better, but it is jarringly out of step 


[FUBEL, Wen 


with the unearthly 
charm that made the 
video a techno-island, 
away from the worldli- 
ness the comic seems 
poised to indulge in. 


For those of us 
who believe in futuris- 
tic fairy-tales, a bubble 
has truly burst. 


—Kojin Sukimoto 


The first questions a gaijin asks upon scanning the 
English comic is—do people in ‘Tokyo really talk like a 
Japanese version of New York? Where are all the subtle 
expressions that need paragraph explanations in subtitled 


videos? 


Part of the appeal of translated manga (or it would be 
if translation were given a more faithful hand) is the 


insight it gives into the 
nuances of a culture. In 
the case of Japan, the 
jarring presence of social 
chaos and armored 
super-police would con- 
trast sharply with the 
image of public order 
and polite conformity 
that the Japanese have 
for themselves. Instead, 
the reader is given dia- 
logue that sounds like it 
came straight out of /o77 
Apache: The Bronx. 


—Kojin Sukimoto 


It’s been a hectic couple of issues, 
and we undoubtably made a few 
mistakes in getting this magazine 
ou; and to make amends we state 
the following. 


Continued from pg. 17 

industry. (Look for a multi-part inter- 
view with Scott in upcoming issues of 
V-Max...) 

The convention provided first- 
class theater presentations of newer 
anime (subtitled by Studio Nexus, a 
fan group), as well as showing com- 
mercially-available subbed and 
dubbed productions. Overall, the pro- 
gramming was imaginative, exposing 
attendees to titles not commonly 
scen. 


Most panels were poorly attended, 
possibly because of the depth of the 
video and film presentation. Best 
attended were the Guests of Honor 
panels for Mr. Matsumoto and Mr. 
Yuuki. During Mr. Matsumoto’s 
panel almost every conceivable 
Orange Road question was asked, and 
he revealed that he was currently cre- 
ating much of the art for upcoming 
projects with the aid of a Macintosh 
and software such as Adobe’s 
Photoshop and I/lustrator. His current 
projects consist of two new manga to 
be released this year and a Kimagure 
Orange Road novel (that will resolve 
some of the differences between the 
Orange Road manga and animation). 
Mr. Matsumoto will be providing 
illustrations for the book. 

Mr. Yuuki’s panel concerned his 
Lodoss Wars manga project—appear- 
ing in Dragon Magazine—and the 
Lodoss release in English. Early 
reports are that U.S Manga 
Corps/Central Park Media will be 
releasing both a subtitled and a 
dubbed version in ‘95. Mr. Yuuki also 


ALL THAYT StU 
WE FORGOT 


Issue 9, Tyler Article 
It should be Premier Wang 


Vol. 2 Issue 1 
Photos for Comiket were provided by 
K.J. Karvonen & Chris Swett 


previewed a music video clip he 
directed for XX, an OAV based rough- 
ly on the CLAMP manga. XX, along : 
with the premiere of Macross Plus, 
were the best pieces of animation at 


the show. 

Overall, despite no-shows, the 
con seemed to come off without 
major problems. The dealer’s room 
and the anime presentation seemed to 
occupy most of the attendees during 
the day. Since the show was so close 
to Disneyland, it was impossible to 
have a single hotel and offer in-room 
anime channels as had been done pre- 


viously. The upside for the Guests of - 


Honor was the chance to meet some 
Hollywood counterparts. Evidently, 
anime has more fans in Hollywood 
than people would believe. The only 
downside to the convention was the 
proximity of the Kenneth Copeland 
religious ministry meeting a block 
away. Several of the morally self- 
righteous wandered through the con 
looking for something to be outraged 
about—and evidently found it. Look 
for anime to become more of a scape- 
goat as it grows in popularity. a 
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ATTENTION 


| VeMAX HAS PROVIDDED A FORUM 
25 | FOR THE FANS TO SHOW OF THEIR 
TALLENTS. SO THE ONLY WAY THE 

WALL WILL STAY, IS IF YOU, THE 

FAN, CONTRIBUTE. JUST SEND 
YOUR WORK TO 

| Otaku Generation C/O VeMAX 

P. O. Box 3292, Santa Clara, 

Ca 95055 


IN A COMING ISSUSE WE WANT TO 
SHOW YOUR COSTUMES OFF 
SO-SEND YOUR PHOTOS IN! 
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